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COMMUNITY “MAGAZINE 


Welcome dear readers to Issue #19 of the World of Warcraft Community Magazine! This month starts the beginning 
our themed issues. To get the ball rolling we are diving into the what the end of an expansion brings and the 


beginnings of the next. So sit back and enjoy this issues theme... Legion: The Wait is On... So Now What? 


Returning this issue is our featured pet and mount of the month! We also have some great guides such as an Intro to 


PvP and a guide to the Proving Grounds Assailant achievements written by our very own world record holder Shado! 
Congrats Shado on 350 waves in DPS Endless Proving Grounds! 


Be sure to also check out the links to podcast episodes from Hearthcast, Tauren Think Tank, Looking for Roleplay, 


Realm Maintenance, Training Dummies, Bind on Equip, Corpse Run Radio and The Game Case Show! 


Enjoy your coffee breaks, raid breaks or downtime with our downloadable wordsearch made just 


for you! Check out the community video page where are highlighting this Legion testing! 


Thanks for reading and from WoW Community Magazine staff, may March 


bring you lots of luck and hopefully some better weather! 
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Editor 


Steve Greenfield 


Managing Director 
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By Tina Guglielmi 


oodbye Draenor, | will miss you. The moment | arrived in Tanaan Jungle and 
faced a battle to close the Dark Portal, | was in awe. 
Well, just a little. Visiting this archaic world that was only disclosed in 
background lore was a treat. | soon melded into the 

From the first time that | heard the threatening story as | became commander of my garrison. 


cries from the Orcs of Azeroth’s past, | knewa 


grand adventure was in store. | was eager to face | watched courageous heroes die and | witnessed new 
characters once heralded in lore, but had only been heroes find themselves. | accompanied other heroes 
seen in their corrupted forms. To visit a lush world as they reclaimed the land that was once theirs. The 

that we only knew as a harrowing wasteland. The regions of Frostwall and Shadowmoon Valley are salvaged 
daring idea of going back to Warcraft’s past sounded in order to remain sacred.| saved the lives of several 
intimidating, as if it could not never be achieved. races, such as the wise Arakkoa and the Draenei. 
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All of this while fighting against impending foes. From the bloodthirsty ways of Grommash Hellscream 
the gruesome Orges of Highmaul to the wretched army and proving to Yrel that she is a worthy Vindicator. 
of Blackhand. It was proven that nothing could bring However, the menace of Gul'dan is still in the air. 


Blackhand’s Foundry back together again. The threat 

of Archimonde was abolished with our world being Of course | would not be where | am now 

saved once more. All of this occurred while changing without the help from gallant heroes. | would be 
lost without Khadgar. | could not have stopped 


Garrosh without Go’el. The followers in my 


garrison have been more than advantageous. 


Now, | grow bored of you, Draenor. | have all the gear 
| need. | have run every dungeon hundreds of times to 
the point where it no longer benefits me. Doing any of 
the Draenor daily quests is a chore. All three raids have 
become tedious and have lost all excitement. The world 


bosses are just a weekly errand for more gold. There is 
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no point in having a profession, as no one is interested 
in what | have to sell. My garrison and my shipyard 
have become mundane with little to no satisfaction. 
All my friends | once shared the adventure with 
have moved on. My guild is like an eerie graveyard. 
Going after mounts and pets Is a fruitless effort as no 
one is around to congratulate you. Everyone seems 
to be focused on their own doings and hiding in their 
garrisons. It is impossible to find other champions 


eager to work together for the same goals. 


My salvation has become nostalgia; through 
Timewalking events and soloing instances am | 
able to feel that connection again. To remember 
what it was like to participate in something that 


mattered. Something that kept my attention long 
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enough that | did not want to stop. However, there 


is only so much sentimentality | can handle. 


The future is welcomed with open arms, though it 
feels so far away. The conquest to the Broken Isles to 
fight against the Legion sounds very exciting. To finally 
see the Tomb of Sargeras and the Emerald Nightmare 
is something players have been looking forward to since 
the beginning of World of Warcraft. Though | am wary 
of the next adventure’s reception, | will go in with an 
open mind. My hope Is that it will not be short lived and 


that retired adventurers will return to fight once more. 


Go with honor, Draenor. Thank you for the memories. 


By Tina Guglielmi 
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n November of 2014, Warlords of Draenor was 

released and everyone loved it. Players flocked 

to the forums and Trade Chat was exclaiming 
how great the expansion was. “Blizzard is finally 
going back to the way it was in Wrath of the Lich 


King. They are making the game great again.” 


Now, the forums would suggest otherwise, that this 
expansion is almost as bad or worse than Cataclysm, 
which people despised. What changed? What made 
SO many people take such a turn in their perception 


of the expansion? Let's take It from the beginning. 


Warlords of Draenor changed how the questing game 
was played. Before now, quests were little more than 


killing innocent boars and fetching mundane items. 
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By Andrew Spalding 


While the basic questing didn't change much, the 
addition of the strongholds players built in each new 
zone, choosing a new garrison ability in each, and the 
constant threat of the Iron Horde just over the horizon 
gave a sense of urgency and power that was never seen 
before. The cutscenes at the end of Shadowmoon Valley, 
Frostfire Ridge, Talador and Nagrand only added to this, 


bringing the narrative to conclusion in each zone. 


Then endgame hits, and there wasn't 


much to do beyond the garrison. 


Finally Highmaul was released, and we had raid 
content. | don’t have too much to say on Highmaul. 
The fights were interesting and well executed, with the 


exception of the ridiculous 10+ minute Imperator Mar’gok 


encounter. It was a good length for a raid designed 
simply provide a stage of the legendary ring quest 
and to gear players into the next. It wasn't anything 


particularly special, but it was good nonetheless. 


We were given two months of Highmaul before 
Blackrock Foundry (BRF] was released, and what 
a marvel it was. It was three wings of three bosses 
each with traps laid out for intruders daring enough 
to enter the armory of the Iron Horde. Taking down 
certain bosses would remove the traps from other 
wings. For example, downing Kromog removed the 
runes in the tunnel to Slagworks, allowing players 
to walk down without the threat of impalement from 
spikes thrust from the ground. While the fights in 
Highmaul were interesting, the fights in BRF were, 
for the most part, stunningly incredible. They truly 
felt like bosses. From the giants that were Gruul and 
Kromog, to the smaller, yet still no less threatening, 
Flamebender Ka’graz and Iron Maidens, to the chaos 
that was Operator Thogar and the Blast Furnace. All 
of them felt like a threat the heroes of Azeroth had to 


overcome to finally arrive in front of the master of this 


temple of steel and fire, Warchief Rend Blackhand. 


After a few weeks, we were introduced to Patch 
6.1, and the introduction of a new raid! Wait, what 
do you mean no new raid? It’s a new content patch. 
Alright then, with the introduction of a new PvP 
season, or maybe at least a new arena, or something 
at all PvP related! Oh. None of that either? With the 


introduction of new Blood Elf character models! And 


Twitter integration! And a Selfie Camera! Basically this 


new content patch added almost no new substantial 


content. It was highly disappointing. But lo! On the 
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Tanaan Jungle added a new way to gear players 
and added a new series of daily quests with three 
new reputations to grind. In the Jungle (the mighty 
jungle}, there are over 50 different rares, each with 
a unique loot table. Killing 25 of these awards the 
player with the Jungle Hunter achievement, while 
killing all grants the Jungle Stalker achievement and 


the ability to find Xemirkol and unlock the Predator 


horizon is another new content patch! And with ita title. There is also an elite on the southern shore 
whole slew of new content! Tanaan Jungle was unlocked, acting as a test for Beast Mastery hunters granting 
Hellfire Citadel was released and new dungeon content the ability to tame the Fel Wolves of Tanaan upon 
was added in the form of Mythic and Timewalking defeat. Looking at the zone itself, it has as much 
dungeons. This is what everyone had been waiting for. content as the rest of the continent combined. 
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Hellfire Citadel brought 13 new fights, most of which The raid encounters are exciting, eliciting a feeling of 
are enthralling encounters. Even the static turret fights great power and downing a new boss. | can't claim to 
gained interesting new mechanics in Mythic. The issue know much about PvP this expansion as | have not 
lies in its duration. By the end of 5.4, the playerbase partaken much this expansion, but | realize Ashran Is not 
was tired of Siege of Orgrimmar. It was 14 long months particularly enjoyable. But, hey! PvE has been a lot of fun! 
of the same 14 bosses, over, and over, and over again. The biggest issue of Warlords of Draenor is that while the 
HFC is shaping to be the same. Releasing in June of content is good, it has been few and far between. Now 
2015 with no new content expected until Legion at least it seems they have abandoned the expansion for good, 
a full year after, we will be staring Hellfire Assault in in preparation for Legion, leaving us with only one and 
its metaphorical face every week, for a long time. a half content patches and a raid lasting over a year. 


Overall, | think the content of Warlords of Draenor has ; 
By Andrew Spalding 


been incredible. The questing has been fun and engaging. 
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A GUIDE TO THE PROVEN 
ASSAILANT 


hen thinking about the Proving 

Grounds many people associate 

it with a rather boring clearing of 
different kinds of mobs and waves. Most people 
have actually only completed the silver achievement 
and never even tried the gold or endless mode, 


which you can get some rarely used titles from. 


When you complete the achievement “Proving 
Yourself: Endless Healer, Tank, Damage (Wave 30)” 
you get a title according to your role and people in 
the “LFG - Finder” can see that you've done endless 


and learned your class on a whole new level. 


With Legion coming In a few months a lot of 
people find themselves with not that much to 


do in WoW and queueing for Proving Grounds 
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By Jan Portisch 


may not be something that comes to mind at 
first, but it is actually quite fun, challenging and 


definitely satisfying once you've completed it. 


Before you enter the Proving Grounds 
and progress through its waves there 


are a few important things to know. 


You can stay in endless Proving Grounds as long as 
you clear every wave in at least one minute. For the 
achievement you need to kill 30 waves, so you need 
to have at least 30 minutes to get the achievement 
if you plan to one-shot it; which Is not realistic if you 
have never done endless before. After every 10th 
wave you get 15 seconds of time to refresh your 


food buff or just to chill and calm down for a bit. 
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When it comes to choosing your class it can if you already have the ring and the class 
certainly be smarter and ultimately simpler trinket is strong for your spec, you should 
to not go with your main character and use a definitely use and play around them. 
less equipped alt for the following reasons: e The Mobs in Proving Grounds will need to be 


silenced, stunned and sometimes slowed. You 


e The health of the mobs in Proving Grounds also have to dodge abilities and need a great 
adapt to your Gear, so, similar to Challenge deal of single target and area-of-effect damage. 
modes, it is much easier when you have the Not all specs excel at all of those things, so 
strongest stats for your spec rather than some classes have it much simpler than others. 
the Item Level. It is also important to know, e Good cooldown management and knowing 
that there is an item value system In Proving your class is everything in Proving Grounds. 
Grounds. Your weapon for example has a Before going in there you should take a 
much higher value than the other pieces of closer look at your talents, glyphs and your 
your gear. So your weapon shouldn't be the spellbook. There are often some abilities 
highest item level piece you have equipped. which don’t have a use in PvE or PvP but could 
If you have a low item level in general the come in handy in Proving Grounds. A good 
value of your food buff is getting increased example is the Deadly Momentum Glyph of 
by a lot, since it doesn’t get scaled. the Rogue, which saves you a lot of potential 

e The tier-set-bonuses don’t work, but your damage by not using Slice and Dice as often. 


class trinket and your legendary ring do. So, 
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For the sake of this Guide | completed 
30 Waves with four different characters, a 
Monk, a DK, a Hunter and a Warlock, so that 
| could compare the difficulty of the specs 
and their weaknesses. The Monk is my main 
character so | had already completed Proving 
Grounds a couple of times with him and | 


easily managed to get the 30 Waves done. 


The DK was really easy as well, despite 
me having very unoptimized gear on him 


and making some minor mistakes. 


The Hunter is in my opinion the easiest 
and most consistent spec when doing the 
Achievement; Beast Mastery has a strong 
damage cooldown which can be used on 
every single wave in addition to the Murder of 


Crows talent, which resets on a killing blow. 


The Warlock was the hardest spec by far and 
took me much longer than the other classes. 
The reasons for that are: very limited mobility 
and the reliability on procs and cooldowns, 
which is a general problem of casters in Proving 
Grounds. They often have very inconsistent 
damage and optimal cooldown management 


is needed to complete the 30 Waves. 


As long as you only want the achievement it is 
advised to go with a Hunter or a melee class you 
are comfortable with to complete it, although 
lam 100% sure it can be done with every DPS 


spec there is and even with some tanking specs. 
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When you have chosen your class, spec, 


talent setup and provided yourself with enough 


flasks and buff food it is time to enter the 


Proving Grounds and start the challenge. 


| won't go in detail on every single wave, 


but | will give you some tips and some simple 


rules you can follow to make the experience 


much smoother and less challenging. 


It is important to have a damage cooldown for 
every wave your spec generally has trouble 

at. A Subtlety Rogue for example has very 
limited aoe-damage capabilities, so you want 

to have the ring, an active trinket or one of 

the buffs which spawn at wave 4 and wave 8 
and also give a damage buff off cooldown. 

You can change talents between waves, So you 
might want to change to something more bursty 


for the boss wave or a stun instead of a slow 


for the aoe wave with the two banana throwers. 
Make sure you pay attention to the cooldown 
of your talents and change them in time. You 
automatically enter combat at the beginning 
of the wave and lose it when every mob is 
dead and the globules of the Amber-Weavers 
have despawned, so pay attention to that. 

The globules from the Amber-Weavers let 

a mob which is affected by them take more 
damage from all sources. Make sure you kite 
them into your enemies to kill them faster 
and stun them. But be careful! They have a 
small splash radius of about 4 yards around 
the target they hit and if you get caught by 
them in an unfortunate position you might get 
chain stunned which is very frustrating and 
makes you ultimately start over. You can also 
kill the Amber-Weaver right before the timer 


runs out to get a globule into the next wave 
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and kill an important target much faster. 

If you are a caster you want to to kill the 
Banana-Throwers first, as it is a lot harder to 
dodge their bananas when you have to cast 


to deal damage. As a melee or a Hunter you 


can just run in circles around another target 


to dodge the bananas and kill the thrower 
later, which is really useful on the wave 
with the Mystic and the Banana- Thrower. 
Mystics will always heal the target with the 
lowest health percentage, so if there are 
two mystics you should consider attacking 
another target first and bringing it low and 
then bursting one of them down, which 
makes you able to safely interrupt the other. 
Proving Grounds Is all about practicing and 


memorizing the waves. If you can’t do it the first 
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time just try it again and again until you know | hope this guide can help you completing 
every spawn of everything. When | did it with the achievement and | would love to see more 
my Warlock | failed a lot at Wave 22 - 29 which players regularly doing Proving Grounds 

was extremely frustrating and demoralizing and challenging themselves and their 

and after a few “chain pulls” you just lose capabilities as a player of their class. 


the fun doing It provides. It helped me a lot 


just by taking a break and doing something By writing this guide and testing the specs 
else, which resulted in reconsidering my | found my interest back in competitively 
trinket choices and ultimately making me doing Proving Grounds and and I just recently 
finish it much easier a few attempts Later. broke the world record and am now the 


first person to complete 350 Waves. 


For me, the Proving Grounds Endless 30 


achievement was one of the most satisfying | hope you can have as much fun in Proving 
achievements to get and some of my alts wear Grounds as | and I'm looking forward to see all the 
the title proudly to this day. It was overall a great new Proven Assailants in Azeroth and Draenor. 


experience and made me understand my class as 


By Jan Portisch 


a whole in a different and very interesting way. 
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WORLD OF CULTURECRAFT 


By Orestis Fokas 
n the past decade research in computer games found an opportunity to not only play my favorite 
studies has vastly increased, with economists, game, but at the same time experience it through my 


sociologists, anthropologists, humanistic informatics | academic goggles in an attempt to understand it even 


and multiple other faculties leading the charge. While more. In order to do so successfully, | have used the 
multiple games offer a solid research foundation, book “Digital Culture, Play and Identity: A World of 
World of Warcraft has been one of the major and Warcraft Reader” as my main source of information, 
most interesting research topics for game studies. combined with the game studies journal website. 

Due to its popularity, diversity and structure, WoW World of Warcraft is the world’s most popular 
has attracted multiple scholars to play, analyze and massively multiplayer online game (MMOG) with as many 
interpret it. As a sociology student myself, | have players as Sweden or Bolivia has inhabitants. Subscribers 
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to the game spend an average of twenty hours a week 
playing, and like Sweden or Bolivia, World of Warcraft 
has a culture and language of its own. For seasoned 
players of the game, the customs and cultural 

rules of the game become rapidly familiar, but to 


outsiders, they can be quite baffling and intimidating. 


In this series of articles, | will be dividing 


World of Warcraft into four sections: 


e Culture: examining the various ways in which 
gameworlds reflect and represent events 
that are relevant to or originate in our world 

e World: discussing the way in which 
the gameworld is established 
and made to feel “real” 

e Play: an exploration into roleplay and its 
limitations of play [some might even call 
it a deviant strategy/form of play) 

e Identity: a look on how characters 


are established and developed 


In the first section, Culture, | will talk about 
the portrayal of capitalism in World of Warcraft, 
interpreting the game as a simulation of western 
market-driven economies, a capitalism fairytale. 
Furthermore | will discuss the existence and 
justification of war, the game is called Warcraft after 
all, between the two factions and the resemblance 
World of Warcraft has to the first world war . Following 
that, | will proceed to analyze the role of gender in 
World of Warcraft and experience the game's built- 
in limits for masculinity and femininity; the first 
along the lines of power, the second along lines of 


aesthetic. Finally, | will close this section by focusing 
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on the construction of race in World of Warcraft, taking a postcolonial perspective and examining how the races of the 
Alliance are presented as familiar, while Horde races are depicted as the other, modeled on races seen as different from 
a white western perspective. | will thoroughly talk about each race, its characteristics and similarities to real-world 


cultures and argue that the division is between the familiar and the foreign, not a simple dichotomy of good versus evil. 


In the second section, World | will take a look at Warcraft from four perspectives: geography, 


mythos, death and narrative. Geography will discuss and compare WoW to 

a theme park in a Fordist paradigm of mass entertainment, while 
maintaining a static, even hollow surface which is what makes 
the game a multicultural success. Mythos will talk about the 
mythology and historical background Blizzard has created 
to immerse the player into a world full of lore and stories. 

Lastly, Quests will be covered, as a theme of exploration 

powered by the rhetorical figures 


of deferral and repetition. 


The third section, 
Play, explores the ways 


players play the game 


and looks 
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at the ways in which players choose to play that 
differ from what the developers planned such as the 


implementation of user created addons and roleplaying. 


In the last section, /dentity, | will focus on 
how players can identify with their avatars 
and how each pixelated sprite is given identity 


through naming and visual customization. 


But before we go on our adventure and seek to 
understand this magnificent and vast world, we must first 
take a trip to the past, and understand the fundamentals 


of MMOGs and their development throughout the years. 


MMO HISTORY 
The predecessor of every modern MMORPG was 
Ultima Online, released in 1997. Similar to other Role 
Playing Games, MMORPGs also have roots in the 
tabletop role-playing game 


Dungeon and Dragons 
(1974) and [vaguely] 
in text-based online 
games known as 
MUDs, or multi 
user dungeons. 
In the decade 
following the 
release of Ultima 
Online, MMORPGs 
experienced a 
substantial growth, 
with EverQuest as the 
most popular up until 
the release of World 


of Warcraft in 2004. 
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It is worth noting that EverQuest has received a 
great deal of interest even from academics, such as 


Castranova’s study of the economy of Norrath in 2001. 


MMO games have likewise received much attention 
from mainstream media. While most non-gamers may 
not know exactly what a MMOG is, World of Warcraft has 
received interest from the press to such an extent that 
almost everybody today has heard of it. It is interesting 
how it has entered the offline culture of everyday 
speech to a greater extent than most other computer 
games. One can even say that the famous Leeroy 


Jenkins scream was one of the first internet memes. 


DEFINITIONS AND RESEARCH 

While games are a part of the wide group digital 
culture’, Is it important to study computer games as 
games, with their own logic and rules that are different 
from film, literature or hypertext. Several aspects of 
common definitions are particularly interesting when 


considering what kind of game World of Warcraft is. 


In 1938 Johan Huizinga, Dutch historian and one 
of the founders of modern cultural history, gave a 
definition to the world “play”, which states that play 
is an activity that happens outside of “ordinary” 
life. Later in 2004, Zimmerman and Salen used 
Huizinga’s concept of the magic circle to emphasize 
that the rules, space and time of a game are 


separate from real-life rules, space and time. 


But what exactly is the magic circle? In digital media, 
the ‘magic circle’ is a membrane that encloses virtual 
worlds such as first-person shooters, online social 


environments, and massively multiplayer online role- 
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playing games. Edward Castranova, in his book Synthetic 


Worlds: The Business and Culture of Online Games, states 
that this membrane can be considered a shield of sorts, 


protecting the fantasy world from the outside world. 


In simple word, a stalwart protector of immersion 


that exists to differentiate our reality from the game's. 


But what happens when the games reality and 
society Is so close to ours? That is the purpose 
of this series of articles, a pursuit, a research 
to perceive and understand World of Warcraft 


through a social,cultural and financial prism. 


EPILOGUE 
| hope that this small overview has given you an 


idea of what is to come in the following articles. | 


am excited to take this in-depth trip to the World 
of Warcraft and explore the game through a new 
phasm of identities, cultures and history. In the next 
article we will head into the first section, Culture and 


specifically about the corporate ideology in the game. 


How did the gaming model evolve from arcade games, 


to cartridge games, to the MMO model of 12.99? 


Is World of Warcraft a capitalist fairytale? 
Maybe after all the capitalistic nature of this 
themepark is what makes it so successful 


and gives us the desire to keep playing? 


Welcome to the World of Workcraft. 


By Orestis Fokas 
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TRANSMOGS - PALADINS 


‘ve always loved Paladins, something to do with their 
look and abilities always clicked with me. Maybe | 
love them because they were strictly Alliance, but 
what | really love Paladins for is their lore and the legends 
they had and still have. What always the bugs me when 
| walk around Stormwind is that all of the Paladins look 
bland and too similar. Whilst yes, most people transmog 
their Paladin’s armour into the typical yellow and orange, 
since that’s what the class should look like in the eyes 
of the lore gods. But hey, it’s your choice to make your 
character look however you please; that’s why you should 
experiment with your transmog, especially at this point 
in Warlords of Draenor when everyone Is getting bored 
of constant Apexis farming. So why not have fun running 


through old dungeons and raids with the bonus reward 
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By Gregor Dacyszyn 


of an amazing transmog. That’s why I’m here to bring 


you the best 3 Paladin transmogs, in my opinion. 


SET 1 - JUSTICAR ARMOR 
(DRAENIC PALADIN ARMOR) 

You've always want to cosplay as a Draenic Justicar, 
right? Well this is the set that will make you somewhat 
look like your favourite Draenei, like Yrel or Vindicator 
Maraad. For this set you will need to go to one of my 
favourite dungeons, Karazhan; you should go there 
anyway to experience Karazhan before it gets remade 
for Legion. Karazhan can also give you some nice lore 
weapons like, Gorehowl, Lights Justice and by far the best 


Hunter weapon transmog, Sunfury Bow of the Phoenix. 


Brutal Gladiator 


Karazhan 
The Servant Quarters are useless, 
they drop nothing of interest 
Attumen The Huntsman drops the Fiery Warhorse’s 
Reins, a mount with a drop rate of 0.9% 
Moroes drops the Boots of Valiance 
at a drop rate of 18% 
Maiden of Virtue drops the Bracers 
of Justice at a drop rate of 15% 
Opera Event: Have fun :] 
The Curator drops the Gloves of the Fallen 
Champion at 31% drop rate, this is a token you 
need for the mog, he also drops the /nstant Arcane 
Sanctum Security Kit, a pet with a 7% drop rate 
Netherspite drops the Girdle of 
Truth at a drop rate of 17% 
Nightbane drops Dragonheart Flameshield at 16% 
Prince Malchezaar drops Helm of the Fallen 
Champion at 32%, also drops Gorehowl at 14%, Sunfury 
Bow at 15% and Light's Justice at a 15% drop rate 
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Judgement Hood closeup 


Gruul's Lair 
High King Maulgar drops Pauldrons 
of the Fallen Champion at 73% 
Gruul drops the Legging of the Fallen Champion at 71% 


Magtheridon’s Lair 
Magtheridon drops the Chestguard 
of the Fallen Champion at 72% 


Shattrath City 
After you get all the tokens, you should go to Shattrath 


and go to either Asuur or Arodis Sunblade, who are the 


Keepers of Sha’tari Artifacts, and you buy the items 
that start with Justicar, you don’t need to worry about 


which version you get since they all look the same. 


Recommended Weapons 
2H Sword: /llidari-Bane Blade received after 
completing the quest Quenching the Blade in the North- 


Eastern part of Terokkar Forest in the Outlands 
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2H Axe: Legacy dropped by The Crone in the Wizard 
of Oz Opera event in Karazhan at a drop rate of 23% 

2H Mace: Hammer of the Naaru dropped by 
High King Maulgar with a drop rate of 18% 

1H Sword: /llidari-Bane Broadsword received after 
completing the quest Quenching the Blade in the North- 
Eastern part of Terokkar Forest in the Outlands 

1H Mace: Rod of the Sun King dropped by Kael Thas 
Sunstrider in The Eye of Eternity with a drop rate of 17% 

Shield: Aldori Legacy Defender that drops from 


Gruul in Gruul's Lair at a drop rate of 15% 


SET 2 - BRUTAL GLADIATOR SET 

The set is makes you look like an Alliance 
Warrior who went too many Elite Tauren Chieftain 
concerts. This set is similar to the Wild Gladiators 


set, but a million times cheaper and better. 


To get this set all you will need is 1085 Honor and 
to travel to your faction’s capital and talk to the Legacy 
Armor Quartermaster; for the Alliance the individual is 
called Sergeant Major Clate and for Horde the seller is 
called First Sergeant Hola'mahi. There are 3 renditions of 
the items with them having the same name but different 
adjectives, those adjectives are Lamellar, Ornamented 


and Scaled, in the list I'll use Lamellar. So for the list... 


Head: Brutal Gladiator's Lamellar 
Helm which costs 175 Honor 

Shoulders: Brutal Gladiator's Lamellar 
Shoulders which cost 140 Honor 

Chest: Brutal Gladiator's Lamellar 
Chestpiece which costs 175 Honor 

Hands: Brutal Gladiator's Lamellar 


Gauntlets which cost 140 Honor 
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Belt: Guardian's Lamellar Belt 
which costs honor 140 Honor 

Legs: Brutal Gladiator's Lamellar 
Legguards which cost 175 Honor 

Boots: Guardian's Lamellar Greaves 


which cost 140 Honor 


Recommended Weapons 
2H Sword: Abaddon which drops from Yogg- 


Saron in Ulduar at a drop rate of 14% or 
Arcanite Champion which is a crafted weapon 
that requires a Blacksmithing level of 300 
2H Axe: Ghostly Battle Axe which is 
dropped by Void Terrors near Death's Door 
in Blade's Edge Mountains at 1.8% 
2H Mace: The Pacifier dropped by Lo’Grosh in the Ruins 
of Alterac in Hillsbrad Foothills at a drop rate of 14% 
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1H Sword: Bone Collector Sword dropped by 
Vekh‘nir Keeneye near Vehkaar’s Stand in Blade’s 
Edge Mountains at a drop rate of 0.4% 

1H Mace: /nfection Repulser dropped by 
Grobbulus in Naxxramas at a drop rate of 18% 

Shield: Royal Crest Of Lordaeron dropped 
by Mal'Ganis in The Culling of Stratholme 


(Heroic) at a yet unknown percentage 


SET 3 - JUDGEMENT SET 

This is THE Paladin transmog; there is no set that 
is as popular as this one for Paladins. Whilst there 
is no Statistics for it, just trust me on it. If someone 
cosplays as a non-lore Paladin, this is the set they 
are in. No matter what race you are, you will look 
great in it. Now to where all the items are for the 


set, it’s nearly all in one raid apart from one item. 


Brutal Gladiator 
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Blackwing Lair 

Razorgore drops the Judgement Bindings 
which have a 23% drop rate 

Vaelastrasz drops the Judgement 
Belt which have a 23% drop rate 

Broodlord Lashlayer drops the Judgement 
Sabatons which have a 23% drop rate 

The next 3 dragon bosses share a 
loot table with each other: 

Firemaw drops the Judgement Gauntlets 
which have a 8% drop rate 

Ebonroc drops the Judgement Gauntlets 
which have a 9% drop rate 

Flamegor drops the Judgement 
Gauntlets which have a 9% drop rate 

Chromaggus drops the Judgement 
Spaulders which have a 23% drop rate 


Nefarian drops both the Judgement Crown 


which have a 12% drop rate and the Judgement 


Breastplate which have 22% drop rate 


Molten Core 
Ragnaros drops the Judgement 
Legplates at 20% drop rate 


2H Sword: Cataclysm Edge that drops from 
Archimonde in Mount Hyjal at 17% 
2H Mace: World Breaker which drops from 


Judgement Full set 


Fathom-Lord Karathress in the Serpentshrine 
Cavern at a drop rate of 17% 

2H Axe: Drake Talon Cleaver which drops from 
the 3 dragons, Firemaw, Ebonroc and Flamegor, 
in Blackwing Lair at 4%, 3% and 3% drop rates 

Shield: Royal Crest of Lordaeron that drops 
from Mal'Ganis in The Culling of Stratholme 
(Heroic) at a yet unknown percentage 

1H Axe: Crul'shorukh, Edge of Chaos that drops 
from Nefarian in Blackwing Lair with a drop rate of 
11% or Doom’s Edge that a few Elites in Blackwing 
Lair drop, but with a drop rate of less than 1% 

1H Sword: Maladath, Runed Blade of the Black 
Flight which drops from Broodlord Lashlayer 
in Blackwing Lair at a drop rate of 11% 

1H Mace: Grand Marshal's Punisher in Stormwind 


from Lieutenant Jackspring, Legacy Weapon 


Quartermaster, costing 185 Honor [Alliance only); 


or Lok amir il Romathis which drops from Nefarian 


in Blackwing Lair with a drop rate of 10% 


Hopefully, | have gave you an idea to bring new life 
to your Paladin; if you are someone without a Paladin 
character, perhaps this article might have given you 
the inspiration to create a one. However, if you only 
play one class, that isn’t a Paladin, then hopefully 


my next transmog article might suit your class. 
By Gregor Dacyszyn 
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BECAUSE WE'D RATHER 
VOU DIDN'T 


here’s this really old screenshot that a friend 
emailed to me a few years ago; it’s mostly just of 
his Mage and my Warlock sitting there as he and 
| talked. He had just run me through a dungeon during 
my re-roll at the start of the Burning Crusade. While I’m 
uncertain of context of the conversation before it, the 
chat in the box as our characters sat there on the screen 


read: ‘And this is why | will never play Demonology.” 


| laughed, he laughed. When we talk about it 


now years later, It’s an ironic sort of laughter. 


Still, | was right, | never got the itch to play 
Vanilla or Burning Crusade Demonology, the appeal 


never got to me over the Demonic Sacrifice and 
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Shadowbolt spam. Even when Wrath’s pre-patch 
launched and the “New and Improved!” Demonology 
was rolled out, | could only find myself staring at 


the spells and thinking; “Eeeeehhhhhh... No.” 


LEARNING TO LIKE THE SPEC 
WAS AN ACCIDENT: 

Honestly, | would have never strongly identified with 
the class and spec if it hadn’t been for the need for 
spellpower, and what others would call homogenization. 
While usually Elemental Shamans could drop the totems 
that would provide your raid group a Spell Power buff, 
in Wrath, Demonology Warlocks gave out a buff that 
while they were in demon form would give your entire 


raid a percentage of Spell Power based upon their spell 
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power the player had between procs and base spell Even with the constant teeter-totter of rebalancing 
power. For the first two raid tiers, our raid leader was and moving between the top and bottom of the meters, 
an Elemental Shaman, for the next one, he sometimes most of my ‘laugh out loud in utter delight at my class’ 
showed up to raids... Come Icecrown Citadel, | would moments happened as a Demo Warlock. Demonic 
have given a kidney for an Elemental Shaman. Leap, our brief expansion Carrion Swarm and it’s 


knock-back at the Lumber Mill in Arathi Basin, seeing 
So | did what any Warlock would do, and punished just how many demons | could summon every time 
myself to help others. And for a few weeks, it truly felt like they changed the class a tiny bit, the slightly (okay, 
a punishment. My DPS was worse, | needed different gear, _ very) cocky joy of dropping a green Abyssal on top of a 
and | had to dance In and out of melee. Every 25 man felt Horde Warlock who just summoned a orange Abyssal 
like a punishment until, one day, in the middle of the fight in a battle ground and then destroying them (usually 
with my brain counting down the exact moment to popall a Destro Warlock]. Some of the changes | liked, some 
of my cooldowns and demon form, | thought, ‘I enjoy this.’. | really hated, but in the end it really felt like my spec; 
creepy and cute with it’s class iconic horns and wings; 
| had a mixed love affair over the next few years. Truly, it became my little corner in Azeroth. Honestly, it has 
my love of this spec sounds like a relationship | could been a glorious four expansions with Metamorphosis. 
never quite walk away from. Sometimes, it became a 


matter of what the raid needed, and a matter of whatwas TO THE GROUND: 


sensible. | couldn't be upset about it when Demonology Something felt weird when the Devs stated in early 
changed a bit here, and changed a large amount there. Warlords that they had no intention at that time of 
Change Is the lifeblood of the Warlock class no matter fixing the problem with Warlocks and their broken 


what spec you fell in love with. To me; a patch isn't how 
much was | nerfed, but how much do | have to relearn 
or adjust because things were “improved” or “adjusted” 
in the name of balance. Still, | wasn’t a person who 
looked at Demo and thought “Oh no, it’s the top spec.” 

| looked at It doing better than the bottom, and thought 
that Blizzard had smiled upon me, and specced that 


way. | don’t love Destro, | don’t love Affliction. 


| am not one of the people who suffered through 
the spec and was unhappy and confused that lon 
brought up, and except for my first four to six weeks 


in Wrath: my heart belonged to demonology. 
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wings. Previously, with the “Tanking Glyph” Dark 
Apotheosis, Warlocks had purple wings if they 
didn't want green fire, or had not passed the trial 
for it, or they simply had verdant green wings. 

In Warlords, Dark Apotheosis was replaced with 
a new glyph, removing the ability to tank with 

a cosmetic ability: be a large demonic man, or 
have demonic wings. If you chose the demonic 
form, your green fire abilities stuck with you, 

but somehow, the green wings without a large 
form didn’t. Yet, blue posts confirmed they had 
no intention of fixing the bug. It didn’t seem like 
lost code; the Horde Garrison Bodyguards had no 
problem having fel afflicted wings. It was simply 
a problem they had no interest in fixing unlike 
the minor annoyance that our ponies had red 


fire when water walking as opposed to green. 


Eventually when we walked into HFC my 
identity as the Warlock in the giant green Demon 
body was so ingrained in my guildies’ minds, 
that while first fighting Hellfire Assault, that 
guildies thought the Fel Casters were me, and 


not an add. Only minor chaos happened. 


| sucked it up, | was a giant demon man, and had 
the time of my life through the end of Highmaul 
and all of Blackrock Foundry. Honestly, almost 
every Warlock was. Even Still, | looked for every 
excuse to raid: LFR, farm night, progression 
night. | was having enough fun to know it 


wouldn't last, so the 25% nerf didn’t shock me. 


Well, it didn’t shock me quite too much. 
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When lon Hazzikostas aka, Watcher, first said they 
didn’t want us playing Demo Warlocks anymore (“Why 
are you nerfing Demonology Warlocks...?” “Because 
we'd rather you didn’t play them...”] and the 25% nerf 
rolled out before HFC was because they were “working 
on them” (is working on code for dismantling”), | felt 
pretty okay with that. The spec was full of issues, 
it did have problems. | really did agree with his 
assessment that you could take wrong turn and not 
understand the class, or end up facerolling your way 


through without playing the way they were intended. 


The 25% seemed brutal, but a 10% nerf or 15% 
would have left people still trying, and the class 
required addons, auras, and other assistance to really 
play if you weren't just dropping massive AoE when 
it was up and hoping for the best (which, was really 
fun and tempting]. Watcher talked about how the 


class wasn’t performing in a way that made sense 


¥ 


to a lot of players, and they needed a lot of outside 


help from websites that could be misleading. 


Even still, he indicated they weren't doing what was 
intended. At first | thought he had lost his mind, never 
before had a Developer said that they didn’t want you 
to play a spec in the game. However, | could see where 
his point was. The class did play as though | was rolling 
my face against the keyboard for Demonic Power, and 
then rolling it the other way to spend it all. On the 
days | was least attentive, | still did very well. It didn’t 


make the 25% nerf any less brutal, or confusing. 


To be fair, and in lon’s defense: We were warned that 
there was a massive overhaul coming. However, every 
class, especially a few, hear massive overhauls all the 
time. Soul shards gone, soul shards back. Sometimes, 
it’s like doing the hokey-pokey. Your favorite spells and 


ways of gaining power vanish and return. I’m certain 
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some day hunters will no longer be able to joke about 
being out of mana at the rate things change. It’s not 
a design flaw, it’s simply the way MMOs that last and 


have some staying power are; change is inevitable. 


THE RUG, YOUR WINGS, WHATEVER: 

Still, | suppose | or other Warlocks just didn’t expect 
to hear during BlizzCon, on the back of how great 
Demon Hunters were, that Warlocks were losing 
Metamorphosis, and were going back to the spec that 
had never appealed to me. | don’t think any current 
Warlock did. Granted, what we're getting isn’t Vanilla 
and Burning Crusade Demonology, but the way we 
were being sold on it was about as appealing as doing 
my garrisons without Master Plan. | never wanted to 
play old Demonology, why was | being fed something 


ancient now while another class would be playing 


an evolved version of what | and many others was 
part of the identity of our spec? | felt like the older 
sibling having all of it’s toys taken away to welcome 
the new child, and | know | most certainly was not the 


only Warlock who felt that underlying annoyance. 


Worst of all, outside of some general “You'll summon 
some things, and have a skull.” ideas, there were a few 
weeks where Warlocks weren't certain at all of what we 
were getting in replacement, and the general feeling 
of the Warlock community was filled with nervousness 
and animosity towards the new class. When Demon 
Hunters got Fel Green as their class color, | was 
annoyed. When | realized my class could no longer 
speak demonic and hold cross faction coven meetings 
like they had all of Mists/Warlords but Demon 


Hunters could; | felt loss. During Blizzcon we were 


fr 


rewarded with a new pet which had the wings previously 
associated with Demonology wings; and in the future, 
Demon Hunters. | thought | wanted the pet, but after 
everything that’s happened, | think he’s something that 


| won't keep out until | fall in love with new Demo. 


Perhaps the worst problem of all was that, as radio 
silence was going on, guilds were slowly progressing 
to the point that Demonology Warlocks were holding 
them back and needed to respec. Similarly, in PvP 
Demonology Warlocks perhaps needed to reconsider 

if the spec was still worth playing as Season 2 

ended and Season 3 began. We had no clue 
what our future was, our class identity 
was slowly being stripped away and 
given to Demon Hunters who were being 


_ paraded around on Beta already, and 


L 


now we had to pick Affliction or Destruction until 


we had a spec again that wasn’t really our spec. 


While change is inevitable, | guess many simply 
didn’t expect a new spec with the old name on 
it. Personally, I’m still rooting for it to be called 
Summoner, as they’re well established in lore such 


as the Mannoroth fight where Imp-losion was used. 


Quickly, the guild joke became “They gave that to 
Demon Hunters.” Once, while transmogged into my 
Challenge Mode gear, and | got asked if | dressed up 
like a Demon Hunter. | laugh when | hear it. There’s 
some cursing going on my end, but | have to laugh. 
| join in on the joke, and it keeps me pretty far out of 
the salt mines. Cross faction coven meetings? Demon 


Hunters. Falling off ledges? Sorry, only Demon Hunters 
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get that. Face pulling? Sorry regular 


Hunters, gonna have to stand down. 


THE PROBLEM OF BEINGA 
“SPECIAL SNOWFLAKE”: 

| struggle a Lot when people say that 
Demon Hunters are getting what Demonology 
Warlocks have simply because they're 
Demon Hunters. Demonology Warlocks 
got an entire quest line explaining the lore 
behind the Demonology shape in Mists of 
Pandaria, but they had the Metamorphosis 
form since the launch of Wrath of the Lich 
King. Apparently Demon Hunters were 
considered for Burning Crusade, but then 
Blizzard decided to pass on them, giving 
the form to Warlocks instead. And so we sat 


with the form for the next 8 or so years. 


However, one major thing that some 
Warlocks forget with the quest lines that lead 
to Kanrethad and green fire, is one of the 
people who helped the Green Fire questline; 
Xelnath, was fired leading up to Warlords of 
Draenor after public remarks over design 
decisions about the Warlock class. Perhaps 
this continuity is being abandoned after 
his departure. | don’t see inside Blizzard, 
or understand their internal lore decisions 


(as much as I'd like to divine them). 


The class fantasy is one of my biggest 
struggles when we're being told about how 
it’s the coolest part of the expansion. Why 


did Warlocks stop turning into demons 


as a populous’? In lore that is being added to explain 

it, be it Demon Hunters or another problem yet to be 
explored. So I’m left torn. The lore nerd in me says that 
Demon Hunters deserve the form because what are 
they without it besides tattoo nerds ready for an anime 
convention? The Warlock nerd in me struggles with the 
idea that we'd be erasing Kanrethad and others like 
him, and a part of our undesirable history. If retconning 
is happening, perhaps we're just not in on the loop yet 
which another thing we should have known about. Most 
frustrating, the two Metamorphoses look different, there 


could have been two, though there didn’t have to be. 


Perhaps the largest problem Is that there’s no 
promises of class stories to explain the sudden 
switch in direction, or more really compelling NPC 
lore. How did ALL of the Warlocks collectively forget 
demonic or stop speaking it and don't they need it for 


dealing with certain demons? I’d much rather see 
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antagonizing conversation between the two classes’ 
NPC’s in the language that no one can understand in 
this expansion and the future. Warlocks and Demon 
Hunters are the two classes that went too far in different 


ways by choice to help as much as they could. 


And so, in a time when | am supposed to 
be the most excited about how cool Warlocks 
are, I’m having trouble putting on my foam 


finger and screaming about how we're #1. 


IN THE END, BEGIN AGAIN: 

Needless to say, | have a lot of anxiety about Warlocks, 
and their future. The other night, before they went live 
on Alpha, | actually had a dream that they couldn't get 
the balance right with Demo and decided to remove 
it from the game. It had just been so long since we 
had heard anything about them or Destro [who had 


at least kind of had their artifact stuff not quite on the 
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servers before vanishing}, that | was starting to get 


worried. In my dream Demon Hunters only got two 
specs, so it was only fair, read the patch notes. Writing 
this, | had to stop and check every news site just to be 
certain it was a dream. | think in the dream | wound 
up playing a Demon Hunter, and | spent my whole 
dream telling my new character how much | hated it 
until it started crying and | had to ticket a GM because 


| broke the Demon Hunter. They weren't amused. 


In all these years, my only other WoW nightmare 
was more just sleep talking over wiping on Alakir. 
Apparently | was yelling at people in my sleep about 
squall lines. Yes, it was that brutal for a few weeks, 


and my roommates were glad when he was dead. 


As it stands, there are a lot of problems that | feel 
powerless to truly give feedback on. | can't see how 
anything actually plays myself, and I’m forced to hear 


how others feel about the flow of things. | don’t think I’ve 
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ever cared quite so much about what happens to a spec 
as | do right at this moment. For now, I’m left reading 
through people's Twitters, their notes, their Reddit 


comments and watching Twitch and YouTube videos. 


Still, everything | see from watching others, and from 
what others are saying points to the idea what they have 
thus far failed to make playing a Demonology Warlock 
simple. In fact, they seem to have done the opposite. It’s 
not a shock if you play a pet class, or have in the past; the 
myth of the “Huntard” is just that, a myth. Pet classes 
and the baseline UI are an unending nightmare resulting 
in the need for macros, addons, and weak auras. The 


class itself still has things to be tracked outside of pets. 


A spec being harder because of having more to 
watch isn’t the worst thing ever. I’ve found Affliction and 
Destruction to be the equivalent of driving the same 
mile of highway, Groundhog Day style. | like them just 


fine, but there’s no thrill of the challenge and I’m not 


certain if I'll find it in both, or either, next expansion. 
Currently, the challenge in them is provided not by the 
spec, but by my fellow raiders. | would rather struggle 
to succeed, and have to do my research, than do what Is 
simple and in a cookie cutter. At the start of HFC, even 


with the 25% nerf, it was more fun to try to do well. 


There’s also just quality of life problems. People 
complained about large bodyguards in WoD and my 
raid had problems with large Doomguards seeming 
like people due to their size. Now with Demonic 
Empowerment, Warlocks are making multiple pets 
huge, and with the packs upon packs of Hunter pets 
as well, there will be a mini raid team up the boss's 
rear. A solution to this would be a toggle-able option for 
other raiders to make other people's pets see-through 
similar to the Witch Doctor’s Fetishes in Diablo 3 so 


they can focus on on the ground and raid boss options. 


Spell wise, the artifact tree isn't as aesthetically 
pleasing as the Affliction one, and a lot of the 
spell rewards seem more baseline, and less 
“game changing” than the other spec. 

Some of the names of the spells on the 
artifacts are hopefully placeholders, 
including “Dirty Hands” and “Imp Slap”. 
There’s funnier jokes to be had, even 

if we already have Lich Slap as a spell. 


Dirty Hands isn’t even chuckle worthy. 


While these seem like tiny nitpicky 
problems, well, they might be. | feel as if 
| am crazy for my feelings about a problem 
in a videogame, of all of the damn things in the 


world. In real life, | barely think about the Warlock 
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class changes unless | see news about it; then | 

read it, frown at it or smile at it, and move on with 
my day. I’ve been at this long enough to know that 
right now there's a lot to watch, but the spec Is brand 
new with an old name. Things will be re-balanced, 


removed, and rethought a few times in some areas. 


CLOSING THE LID: 

In many ways, now that the final nail of the 
metamorphosis coffin has been driven in, | feel relaxed, 
and ready to look at how | want to play next expansion. 
The sense of anger isn’t really anger, just frustration at 
a lack of communication and no more real time with a 
play style | enjoyed very much until it’s gone. For others, 
| still catch hints of loss from community members over 


the spec, especially raiders and role-players. To many, 
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including myself, it was a loss of Avatar Identity as Self 
and Other, and | have no idea how | or others will feel 
when Demon Hunters join the game. | suspect It will be 
excited over our new specs with a side dish of salt. A 
lot of people, myself included, have good will towards 


the people who help helm the Blizzard Community. 


Most, though not all, can understand that the 
Blizzard “Blues” are humans that people trust, rather 
than figureheads. Most of the frustration, anxiety and 
confusion can be chalked up to miscommunication, 
and inability to communicate everything because of 
expansions and NDAs. The more Blizzard communicates 
changes in a manner that doesn't feel as though we 


are veering suddenly in a different direction without 


warning [even if it was given in a hinting manner) and 
the more the developers pre-established class fantasy 
and ability to perform; the more the community will 
respond to the company as a whole. This has been a trial 
of Fel Fire for everyone, and at the end of the day, | had 
to accept that | don’t have Meta and that this wasn’t my 


sandbox to decide if | do or don’t get to keep an ability. 


For now, | simply care that Demonology makes it out 
of the gate in excellent working order so | and others 
can play it with a similar vicious delight that | found in 
the previous variation. Besides, nothing says “Screw 


You” to anything like hordes of minions anyhow. 


By Ashleigh Ayn Sult 
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WHAT TO DO AT THE END OF 
AN EXPANSION 


ongratulations! You have 


By Sarah Reeson 


completed Warlords of Draenor. 

Seriously, if you've managed to 
tick off every achievement in game [and there 
are those who have, I've seen the evidence] 
you deserve a hearty slap on the back and a 
strong, confident handshake. For everybody 
else? You might have snagged Ahead of the 
Curve for Archimonde, or maybe you're lucky 
enough to stuff a Mythic kill under your belt. 
However, the vast majority of people will 
have stuff left to do, | know. You can't fool 
me, and I’m here to suggest that letting your 
subscription lapse so you can go outside and 
see the world or play other games might not 
be the best idea with the time available to 
you. There is SO MUCH to be accomplished, 


especially knowing what Legion has in store. 
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Let’s take a look at some of the myriad of 
possibilities on offer to keep you engaged and 


interested until the pre-Expansion patch rolls around. 


FINALLY LEVEL THOSE ALTS 

Legion brings a new element to your gameplay: the 
Artifact Weapons. Each one of these has a separate 
introductory quest-line that rewards an item you'll 
carry for the entire expansion, and because of that 
you have a real choice to make with how you play your 
game. There's also a very strong element of ‘fantasy’ 
being offered to you by wielding these weapons, plus 
tons of lore to boot. If you have alts below max level, 
there's never been a better time to get them out, dust 
them down and begin the process of preparing them for 
Legion. There’s a surprising amount of gear available 
without ever leaving your Garrison, or you can run 
dungeons and LFR to make up the shortfall. Mostly, if 
it can take you two hours to go from 90 to 100 using the 


right combination of potions and guides, what’s stopping 
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you? Pick up an alt this weekend and reacquaint yourself 
with how they work, so you can be ready for the changes 


in classes and specs that Legion inevitably will bring. 


MAKE SOME GOLD 

This is quite a rare and special time in game, for 
those people prepared to do a bit of legwork. There are 
literally hundreds of thousands of gold to be made simply 
by judicious use of Missions in your Garrison and boats 
in your Shipyards. It takes a bit of time, but the results 
are more than worthwhile. I’m about to hit the gold cap 
for the first time in eleven years, by hardly trying at all. 
That's not hyperbole either: there really is no effort being 
put into this at all save for the daily login to maintain 
the process. That’s not the only way, however: Legacy 
raids continue to provide solid returns just for selling 
the stuff that drops. And that is all there is to it, you just 
sell everything that a boss provides you and the result 
is profit. There is so much sitting In over a decade's 


worth of content to sell, recycle or just pick up and stick 
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on the Auction House for profit; before | tell 
you how much Felblight exists in and around 

in Tanaan Jungle just waiting to be gathered or 
fished. Money Is quite literally growing under 
trees In Draenor, and it will be nerfed severely 
once Legion launches. Get yourself organised 


and on that gravy train while you can. 


COLLECT ALL THE THINGS 

For many of you, this will be preaching to 

the converted, but a phenomenal number of 
items in Azeroth can not only be collected, but 
then be used to form the basis of some kind of 
achievement as a result. I’ve been at this since 
they introduced the Achievement Points system 
in Wrath of the Lich King and I've still not got 
them all, and it’s become for me the equivalent 
of painting the Golden Gate Bridge. Once you 
make it to one end, the other needs work so 
you ll just have to go back to the beginning and 
start again. It could be vanity pets, or mounts, or 
possibly Toybox items. An awful lot of changes 
are coming to the storage side of game-play 
allowing a phenomenal amount of stuff to be 
effectively removed from your bags. 
So, assuming you've got the slots to 
begin with, why not start planning 
ahead and collecting items that will 
become toys or perhaps working 
towards some of the other ‘popular’ 
achievements. There's going to 

be a Fishing Artifact in Legion, so 
there’s a skill you could try and max 
out for starters. I’m about to cap 


my second Archaeologist, in the 
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hope | can get the Blue Qiraji Bug Mount to spawn on one 


of them. I’ve been farming for THAT since Cataclysm. 


GET SOME TRANSMOG SORTED 

Probably the most exciting change for Legion, 
particularly where | am sitting, is the introduction of 
the Transmog Wardrobe’ feature. This will allow me to 
effectively liberate hundreds of bag spaces and pretty 
much my entire Void Storage capacity overnight. Tabards, 
seasonal items, armour, and so much else besides Is 
going to end up in this feature, and people like me will 
weep literal tears of joy at its arrival (really it cannot 
come soon enough.) For everybody else, maybe now is 
the time to start the process of collecting items to put in 
there, especially if you've never actually tried Transmog 
before. | know there are a few of you out there who have 
yet to take the plunge, and with it becoming this easy 
to make yourself look like a Superhero, a Farmer or 
simply a Warlock when you're only a Mage, why wouldn't 


you be frantically be collecting items right now? 


GO VISIT THE OLD WORLD 
My second article this month covers this in a lot more 


detail, but needless to say you should take at least some 
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time before Legion arrives saying a proper goodbye 

to Draenor; because It’s unlikely you'll see it again for 
quite some time after the new expansion arrives. That’s 
deliberate: Blizzard doesn’t want you still playing there, 
that’s where you go at the end of the NEXT Expansion to 
catch up on all the stuff you missed because you didn’t 
read this article and adequately grasp how important 

it was to get your house in order whilst the opportunity 
exists. So, as you say goodbye in the next few months, 
remember that if it doesn’t get done, there'll always be 
another time. However, you'll want to remember the 
scenery and the moments that accompany it. That’s 


what makes Warcraft as special and unique as It Is. 


That should provide a few things to make the last 
winter months far less of a chore and considerably 
more fun, and before you know it we'll be in Summer 
and Legion will only be a few months away. If you'll 
excuse me therefore, I’m off to get my notepad and 
pencil out so | can make a proper list of everything | 
need to do before this Expansion ends, because if | don’t 


start now? It’s not all getting done before release... 


By Sarah Reeson 
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BATTLE PET OF 
THE MONTH - NIBBLES 


ibbles is by far the cutest thing to come out 


of the Legion invasion, well maybe apart 
from Gul’Dan; and it’s existence In your 
world is solely based on either you buy or pre-order the 
collector’s edition of Legion. So this lil’ cutie is going 
to cost around $70, including Legion however he won't 


be the only thing you get so it’s not just $20 for a pet. 


Nibbles comes from the Critter family for some 
reason, although he does seem more fitting to be in 
the Beast family, but It’s okay since he Is by far the best 
Critter out there. At level 25 it has 1400 health, 289 
power and 289 speed. It is a rare quality P/S [45% Power 
and 45% Speed) breed, so there is no random luck that 


might give you a better breed than your fellow peers. 
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Nibbles’ tier 1 abilities are Bite, the most know Critter 
ability and It’s weird cousin, Bone Bite, which are both 
normal damage only abilities. The tier 2 abilities are 
the best damage boosting ability, Howl and Consume 
Magic, a simple heal and debuff cleanser. The tier 3 
abilities are Phase Shift, a dodge increaser, and Drain 


Power, well... a power drainer, it’s in the name. 


If you take into account all the other items that you get 
in the collector's edition, you are paying a measly $4 for 
a sweet, adorable felstalker that might or might not kill 
you In the near future; but for the time It doesn’t grow 


into a giant killer, you can force It into battling for you. 


By Gregor Dacyszyn 
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MOUNT OF THE MONTH: 


SANDSTONE DRAKE 


andstone Drakes” were 

studied in great detail 

long ago by the famed 
Alchemist, Walleye Sprysprocket. 
It has even been said that Walleye 
developed potions to mimic the 
drakes’ physiology. The Sandstone 
Drake is a must have for mount 
collectors and players of all kinds. 
By activating the Vial of Sands the 
characters on your account gain 
the ability to turn into a drake. 
What makes this mount really 
neat Is that players can give their 
friends a lift. Yes. Yes. Not only do 
you turn into a drake... but your 


friends can catch a ride on you. 


Now you may think surely 
there is a catch here; the catch Is 
obtaining the mount. It can be tricky 
or expensive. When obtaining the 


mount you have two options; one, buy 


the Vial of Sands from the auction 


house,— or — two, craft it yourself/ 
have it made.. Option one is fast if you 
have the excess cash or RL money 

to spend on a few tokens; providing 
your server economy has Vials of 
Sands for sale. The more there are 
for sale, typically, it will drive the price 
down. The average price Is roughly 
35k-50k. Of course this varies from 
server to server, and newer servers 
typically have higher prices. AQ sawy 
buyer who watches the auction house 
can sometimes find it for lower. 
Option two, making the Vial of Sands, 
can also be a bit pricey, roughly 
around 30k. This is because specific 
materials to make the Vial of Sands 


are purchased through a vendor. 


To get the recipe you must find it in 
a Canopic Jar from Archaeology with 


a skill of 450+. You will want to also 


have an Alchemy skill of at least 525. 
You must search through the TolVir 
artifact sites, and do this until you 

get a Canopic Jar, then complete the 
Jar; repeating sites until you get the 
recipe to make the Vial of Sands. It 
has about a 5% drop rate, so you may 
be at it for a while; it will not drop if 
your Alchemy skill is under 525. Once 
you have learned the recipe you will 
need a Pyrium-Laced Crystalline 

Vial (5000g), eight Sands of Time 
(24000g), twelve Truegold, eight Flask 
of the Winds, eight Flasks of Titanic 
Strength, and eight Deepstone Ol. 


Whichever way you chose to add 
this drake to your collection, the 
time, effort, and gold is worth it. 

It is account bound and you never 
have to do it again, unless you 
want to make some extra gold. 

By Jezi 
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A WELL BALANCED BIRD IS 
WORTH TWO ON THE PTR 


By John M. Miller 


t looks like we're back to 
discussing two of my favorite 
topics: Balance Druids and 
myself. While teachers may rail on 
about not using “I” in your writing, 
there’s a certain liberation that comes 
from discussing how you feel about 
things. It allows you to really stop 

and think about what you enjoy, what 
you hate, and why you feel that way. 
With another expansion eventually 
coming to a close | thought I'd take 
the time to look back on the adventure 
Warlords of Draenor has been and 
since | opened this expansion with a 
discussion on how to play a Balance 
Druid, why not discuss how it panned 
out? It certainly is easy for me, so 


that earns it some bonus points. 
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Empowered Moonkin 
Your next damaging spell is instant 
cast. 

4 seconds remaining 


When it comes to discussing things | like, or dislike, | 
tend to be pretty formulaic: “These are the things | like. 
Now these are the things | dislike”, but this time around 
| figured I'd break the mold and work in pairs, a little 
love followed by a little hate and boom, a masterpiece 


is born. So without further ado, let’s get to it! 


Loved it: Charges on Starfall and Starsurge. If 
there was an announce change that made me hold 
my breath, it was this one. Starsurge had always 
been a ‘cast it when it’s instant as soon as you can” 
sort of spell, working much like a magic machine 
gun. So here they are, attaching it to Starfall, with 


no cooldown, and charges? | was floored. 


As soon as | got a real feel for it, without the 
numbingly long cast time we tolerated while leveling, | 
was in love. Starfall, before, was simply a fire and forget 
AoE ability that you'd just use whenever there was two or 
more targets kicking around, but now, at the least, you 
need to think “there’s an add phase coming up, | should 
save a few charges’; unless a fight is purely single or 
multi-target, then the choice Is simple. Starsurge was 


upgraded in much the same way, where before you'd 
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cast is as quickly, and as often, as you could and it’s now 
become a much more satisfying buff mechanic for your 
other spells, even if you are just casting it whenever you 
need the buff. What does this really boil down to? A small 
amount of depth can really elevate an ability to a great 


place. | would love for these changes to stick around. 


Hated it: While hate may be a strong word for it, 
have you ever stopped to consider Owlkin Frenzy [Now 
named “Empowered Moonkin")? It’s a passive ability 
that, when you (the Druid) are harmed, makes your 
next spell an instant cast. Sounds pretty fantastic, 
but in practice it’s always been hit or miss with me; 
I'm either out in the world when a monster slaps me 
around a little, proccing the ability and throwing off 
my timing or doing a boss fight and just never seeing 
it, since boss abilities that actually proc it tend to be 


handpicked, mean it’s the exception rather than the rule. 


| can't think of much to do with this ability, which 
is a shame since | honestly love having it around. 
Maye have it increase damage in a window or time 
or give a Small cast speed buff? It’s hard to say, but 


forgetting that the ability exists is a bummer. 
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Loved it: The talent tree. |, unfortunately, see a lot 
of complaints from other players about their talent 
tree. Either some talents are so strong, or others so 
weak, that there’s no real choice or the choices that 
are there have no real impact how they play. Mages, 
for example, drone endlessly about their runic circle 
ability that’s “terrible in every way to use but we pick it 
because it does more damage’, the poor peasants. The 
Balance Druid tree, however, has been an absolute joy 
this expansion; while there are a few obvious winners 
for DPS talents you really can make strong choices for 
the utility talents. Displacer Beast, Feline Swiftness, 
Faerie Swarm, Typhoon, Ursol’s Vortex, Mighty Bash, 


etc. etc. all allow you to really pick the talent you need 


Feeling Swiltness 


Displacer Beast 


most when you need it. I've been more than happy 
with how flexible the tiers feel and have made, at least 


a little, use of every talent at one point or another. 


Hated it: Entangling Roots. | love Entangling Roots 
and have always loved Entangling Roots, I'd never 
want to see It go, but love can only go so far. The 
ability just feels so... delicate. I’m not quite sure when 
the dynamic shifted, but at some point it became so 


easy to break entangling roots after casting it. 


| know It’s meant to lock an enemy away until you 
felt like dealing with them, but when you root an enemy 


only for them break out as soon as you look at them 


Wild Charge 


1 
t, 


Spe CIAO 
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Faeri® Swarm 


Soul of 
Forest 


Inca pacitating 
Foaar 


Heart of the 


Wild 


Eupharia 


| Talents 
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Wass 
Entanglement 


Incarnation: 
Chosen of Dune 


Ursoal’s Vortex 


Dream a 
Lenarius 


Stellar Flare 


Lenarion Ward 


) Typhoon 


Force of Nature 


Nature's Vigil 


hy 


Balance of 
Pane 


disheartening at best and aggravating at worse.. 
If anything something as simple as changing it 
from “damage caused may interrupt the effect” 
to “damage caused will interrupt the effect”, 


they wouldn't even need to change the spell. 


Loved it: Our minor glyphs. Man do we have some 


real winners this time around; not only do some of 
our minor glyphs entirely change the functionality 
of some spells but they also give us plenty of little 
toys to play with whenever we're bored. As much 
as | may pretend to loathe it, as was mentioned in 
a past article, Flapping Owl has a special place in 


my heart. | hope to see most of them in the future. 


Hated it: Movement. There’s something to be said 
for how badly Balance Druids handle movement; 
with Moonfire and Starsurge/Starfall being our 
only choices it’s a little disheartening to see this 
weakness rear its ugly head, especially with how 
much movement some fights require. For every 
Assault and Kilrogg there seems to be a Reaver, 
Kromrok, and Iskar to ruin our fun. There used to 
be a talent that increased your Moonfire damage 
the more you moved around and while it was silly 
it did serve a purpose. Now we just hope to get an 


extra Starsurge proc while refreshing our Dols. 


Loved it: More health for Rebirth targets. Rather 
than bringing a friendly target back with a small 
Sliver of health, unless otherwise glyph'd; Rebirth 
now brings targets to life with a comfortable glyph 
just so Someone wouldn't die immediately after | 
brought them back, purely because they’d chunk 
of health sticking to their bones. One of the my 
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least favorite things was sacrificing 
a major be set so arbitrarily low. 
This was a great quality of life 
change for all Druids out there, 


so how could | just let it slip by? 


Hated it: Shadowmeld. Lordy 
lordy, it pains me in ways | never 
would have imagined to put such 
beloved abilities up on stage like 
this. | love Shadowmeld, the flavor 
is just amazing and it’s an incredibly 


fun ability... when it works. 


Fading into the surrounding 
shadows to escape an attacker? 
Amazing, they make entire games 
just about that. Fading into the 
surrounding shadows to confuse 
your attacker before they return to 


giving you the beating of a lifetime? 
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Not quite at entertaining. I’m not 
sure at what point It happened, 

but somewhere along the line 
Shadowmeld just lost its... oomf, you 
know? Enemies are just as likely to 
find you again as they are to actually 
leave, something | hope is addressed 


at some point in the future. 


Compared to that “Rebirth” one, 
that Shadowmeld section seems a 
little meatier, doesn’t it? Maybe I’m 
scraping the bottom of the barrel a 
little; it really is hard to think of every 
change and how they impact you. 
What | do know Is that | have very 
much enjoyed this iteration of the 
Balance Druid, | think Blizzard may 
have learned a lot while developing 
it. We still don’t quite seem to be 


where Blizzard thinks they want 


ts 


us, but they haven't done anything 
too terrible yet, so I’m more than 


happy to continue along this ride. 


| suppose the worst case 
scenario is that we start off a little 
on the weak side and I'll tease my 
guildies about how I’m beating 
their numbers anyway. there’s 
a silver lining to everything. I’m 
looking forward to seeing what's 
changing and what direction the 
cass will be taking in Legion and 
| hope you readers feel the same! 
If you wanted to comment on one 
of my “Loves and Hates”, ask a 
question, or talk about any of our 
other great writers, be sure to leave 


a comment, it won't be overlooked! 


By John M. Miller 


_~TUDAN's DECISION - A 
SATIRICAL PIECE 


llidan is outraged that Gul'dan still lives, for 

now, for he would have rather squeezed him 

like a bad puss-filled pimple instead; but is still 
pleased with Archimonde’s demise. He could start 
his grand w Hunter army from the select few 


elves that bested and made mincemeat of one of 


Kil jaeden’s vassals. Good start; all things considered. 


Outside his window, a huge protest amasses; 
Gnomes, Orcs, Humans, Taurens, Dwarves, Goblins, 
Draenei, Undead and pandas shout in eagerness wanting 
to serve the Dark Lord. Unfit in his eyes to undergo 
even the basics of training in the Demon Hunter arts, 
as just the initiation alone would kill every single one of 
them; which would prove just how inferior they were. 
Except maybe the Undead, because, well how do you 
kill that which has no life?... This Sylvanas would make 
a great Demon Hunter. A High Elf, a former Ranger and 


Undead, she exceeds all expectations... mrraeow! 


A-hem! Longingly looking upon Tyrande’s image 
nearby, he thought: “I'll show you, my darling, how 
much bigger my might is. I'll grow it into something 


worthy of slapping Malfurion in the face!” 


This noise outside; these... things! 


“Who brought all the kids?!” 


“We're Gnomes!” 


“Who's Gnome and why did you bring your kids!?” 


The protests become strongly heated now; more 


screaming. Illidan felt a headache coming. = 


Only pure elf descendants are fit, Night Elves are best, 


but a select hand-picked few Blood Elves might also 


serve, as well. They are the ones that will carry outthe 


hunt in his name. Train them to the best of his abilities 
into the best Demon Hunters Azeroth has ever seen; 


an allied horde of epic proportions. Not this rabble... 


“You shall be prepared!” 


There is a knock at his door and a voice 
that follows, “Master, a satyr, Xavius here 


to see you, Shall... | let him in?” 


By Morella M. Lecuna-Bernard 
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THE ART OF HEALING 


By Peter Garrett Carlson 


hat is Healing? Healing is the art 

of being able to apply the correct 

bandage, to the correct person, 
at the correct time, while considering how 
many bandages you have remaining. There are 
many different healing classes that specialize 
the way that you can heal. All of the current 
healing classes fit under 3 main categories: 
throughput healers, preventative healers, and 
burst healers. In a typical raid comp it is best 
to try to mix the types of healers that you have 
in the raid; that way the raid can respond to 
a variety of different situations. Restoration 
Druids and Holy Priests, who are the throughput 
healers, heal large amounts of people at the 
same with massive raid wide heals to repair the 
damage that the boss inflicts to party, through 
big cooldowns like Tranquility and Divine Hymn. 
Other supporting spells that can heal large 
swathes of the group such as Wild Growth, 
Prayer of Healing, and Prayer of Mending ona 
shorter cooldown. Discipline Priests and Holy 
Paladins, who are the preventative healers, try 
to prevent damage before it occurs with a large 
variety of shields, like Power Word: Shield, 
Divine Aegis, and Illuminated Healing. They 
also have many damage reducing spells such 
as Power Word: Barrier, Pain Suppression, 


and Devotion Aura. Restoration Shamans and 


Mistweaver Monks, who are the strong burst 
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healers, can heal heavy amount of raid damage very 
quickly. Shamans have strong healing cooldowns 
for a stacked groups such as Healing Tide Totem, 
Spirit Link Totem, and Healing Rain; whereas Monks 
have very strong raid wide burst healing with Uplift, 
Revival, and Rushing Jade Wind that are capable 

of healing heavy amounts of raid damage in a very 
short amount of time. Both Shamans and Monks 
are very mobile with abilities to move quickly such 


as Roll, Transcendence, and Spiritwalker’s Grace. 


Even with so many different classes and 
Specializations to choose from, the core concepts 


of healing stay the same. Whether you are playing 
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a Restoration Druid or a Discipline Priest, the 

only thing that changes is what kind of bandages 
you have; you still have to put the correct spell 

on the correct person, at the correct time. For 
example, during times of high raid wide damage, 
the correct way to heal for a Restoration Druid Is to 
use Tranquility and Wild Growth on cooldown. The 
correct way for a Discipline Priest to heal through the 
damage is to drop Power Word: Barrier and spam 
Power Word: Shield on the raid members who are 
low. They are both applying the correct bandage to 
the right people, at the right time; which means that 
they are playing their class optimally. However, a 


Restoration Druid is just more effectively specialized 
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for the raid wide damage. The nice 
thing about healing Is that there is 
no hard and fast best specialization 
for all fights; unlike for DPS, 
where there is an optimal rotation 
based on the number of enemies 
and the understanding that some 
classes will just do more damage 
than the others. The class and 
specialization that you choose to 
heal on only determines what kind 
of bandages you have to save your 


fellow raid members, be it through 


your utility or actual healing spells. This also means 


that the hard and fast best healer can’t be quantified 


by numbers, though sometimes it can be a decent 


measure, but by how many lives they effectively save. 


Due to the possible effectiveness of each individual 
healing specialization, | would suggest playing the 
healing class that you enjoy the most to play, as 


every class has it’s own strong points in the fights. 


One of the main issues that | notice is that many 
healers attempt to heal when everyone is already 
at full health and not in need of healing. Healing 


someone who Is already at full health is known as 
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overhealing; healers should attempt to overheal 
as little as possible as it wastes precious time and 
mana. Sometimes the correct call is to not waste 
your mana by healing someone who doesn't need 
it, and spend the time repositioning or throwing 

a few free spells at the boss to conserve your 


mana for the more damage intensive phases. 


| have seen many different setups for healers 
of all specializations. | believe that the best setup 
for healing is the setup that allows you to feel the 
most comfortable to react quickly to any situation 


that you need to respond to. Some addons | would 
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recommend for healing are: Clique, so that you can 
cast spells without having to target the person that 
is in need of healing, allowing you to react faster 

to your raid members taking damage; Visualheal, 
which helps you by visualizing the healing that 

you are casting to show you how effective your 
healing will be; and Grid, if you prefer the Grid 


raidframe set up over the vanilla (default) one. 


In the issues to follow, | will be crafting guides 
on all of the current healing classes in World of 
Warcraft and documenting the changes that will 
be happening as we enter Legion. As you read all 
of these class guides, please keep in mind that one 


Specialization or class is not necessarily better 


than another; they all just have different tools to 
aid them in saving your raid members. A Discipline 
Priest might save a member from taking lethal 
damage with Pain Suppression, yet a Holy Priest 
could also save the same member with Guardian 
Spirit. In the specific class guides to follow, | hope 
to teach readers the basics of how every class 
plays so that they can pick up any healing class 
and know what tools it brings to a raid. Knowledge 
of all of the healing classes and specializations 
will aid the reader in making an informed decision 
on what healer you want to play and where each 


of the healers will shine in a raid environment. 


By Peter Garrett Carlson 
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NAVIGATING YOUR 


RP GUILD THROUGH THE 
OST-EXPANSION DOLDRUMS 


laying a videogame Is a lot like watching an 

interactive movie. Like movies, video games 

have a start and an end. Massive-multiplayer 
online games like World of Warcraft are not like movies; 
instead they are like a TV series. While yes, they too have 
beginnings and endings; they are stretched out over 
long periods of time. The stories are told in episodes and 
seasons that are linked together in an ever-revolving 
wheel of entertainment. They have high and low points, 
and sometimes there is filler content. Oftentimes while 
your favorite TV show transitions from one season 
to the next there can be some expected downtime. 
Unfortunately, unlike with TV shows, when World of 
Warcraft is transitioning itself from one expansion to 
another If there is some downtime between content 


that we as players can feel the strain. This can be 
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By Taylor Canning 
especially deadly to a guild; ennui can build tension, 
boredom, and can lead members to drift elsewhere. 

To quote Johnny Depp in Pirates of the Caribbean, 


“Doldrums, Captain, have the entire crew on edge.” 


Good news [everyone], we as RP’ers have an advantage 
at staving off the end of expansion/post expansion 
doldrums. When we combine the social aspect of a 
guild with the collective creative skills of an RPer we 
can extend the life cycle of an expansion and generate 
continued entertainment with our favorite interactive 
medium. Most RP guilds have a general cohesive 
storyline that helps guide the RP of the guild. This 
storyline can arch over several months or even last an 
entire expansion. But as our favorite TV shows transition 


from one season to the next, so too must the World of 


Warcraft, and by extension our guild’s storyline. So 
it’s the end of the expansion and you've wrapped up 
your guild’s Warlords of Draenor storyline but you still 


have several months until Legion... what can you do? 


OPTION ONE: CONTINUE YOUR 
WARLORDS OF DRAENOR PLOTLINE 

Warlords of Draenor doesn't officially end until patch 
7.0. meaning, no one says you cannot keep going with 
your guild plotline until then. Milk that cow for all its 
worth! It all depends on what you as a guild agree on. 
Ask yourselves: do we have anymore plotlines we can tie 
into this,= is everyone enjoying the theme and location 
of the plotline, are they still having fun or are they bored 
of Iron Horde Orcs (or Sargerei, or Draenor)? If you 
are all having fun, make it stretch all the way up until 
patch day! It also depends on how you paced yourselves 
through the expansion. Maybe the Siege of Hellfire 
Citadel hasn't happened yet, or isn’t over. Maybe after 
Archimonde’s death there are still groups of insurgents, 


or a struggle for power? Who's to say after Gul'dan’s 
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banishment that someone won't try to take his place. 


The battle might be won and Draenor saved, but 
there has been a lot of damage done. Maybe your 
guild is going to focus on helping the natives clean up. 
Routing the last remnants of the Sargerei from the 
Draenei people and rebuilding Shattrath or Karabor. An 
alternative idea would be helping the Iron Horde Orcs 
reintegrate and negotiate peace with the Frostwolves 
Similarly, helping the Arrakoa rebuild and merge their 
fractured society. The fel contamination in Tanaan 
Jungle alone needs to be cleaned up. Fel Iron Horde 
artifacts need to be confiscated or destroyed for the 
greater good (or used for your own nefarious plots). 
| mean, maybe now that Gul'dan and Archimonde 
are gone It’s time for your brand of evil to rise, or 


at least steal all their secrets; | don’t judge. 


If your guild agrees the war Is over, there are a 
lot of opportunities to study the native species. The 


planet is still in its prime and not shattered into the 
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Outlands. Think of the treasure, the history, the 
profit. Tie up loose ends, settle that old feud, 
track down that last bounty. You still have time 
before the Mages of the Alliance and the Horde 
focus their attentions somewhere else [and 


portals to Draenor might become scarce). 


OPTION TWO: FOCUS ON INDIVIDUAL 
CHARACTER-PROGRESSION MINI-PLOTS 
So you and your guild have spent Warlords of 

Draenor progressing the storyline of the guild 

as a collective. Your guild joined the Alliance 

and Horde on their assault through the portal, 
you've handled Iron Horde Orcs, Pale Orcs, Fel 
Orcs (do we need anymore orcs?], crazy plant 
people, rocks that try to eat you, plants that try to 
eat you, cat people that try to eat you (Draenor is 
full of hungry people}, bird people and their sun 
goddess, Draenei demon cultists, the demons 
themselves, and even a crazy guy in a dress 
trying to offer you his drink every 15 minutes 
(Should it bubble like that? It’s probably spiked 
with something]; all at the bidding of an eccentric 
old man. Understandably you've been a bit busy. 
So when you are done with all that, maybe you 


should take the time to check in with each other. 


After focusing on the guild’s storyline 
progression, now is the time to make sure 
everyone is able to see to their individual 
character's progression. Sometimes group 
content can have a personal story diminished or 
sidelined. Guild leaders and officers constantly 
try to balance the group story with the individual 


story, but sometimes things fall through the 


cracks. Now is the time to address those! What if 


someone fell in love and wanted to get married? After 
all is said and done, your guild might want to have a 
funeral and memorial service to remember those they 
lost In the battle, or maybe someone went missing and 
needs to be found; or someone wants to go looking for 
their family. It is conceivable that something during 
the plot really affected one or more of your members 
but they never really had a time to process it. Perhaps 
someone had an idea for something that didn’t quite 
fit in with the theme of the plot and had to wait; it’s 
possible that they saw something that interested them 
and want to pursue it further (like seeking initiation 
into the Auchenai). If a guild plot is done successfully it 
should spawn a myriad of RP development opportunities, 


nurture them and see what they can grow into. 


OPTION THE THIRD: START LAYING THE 
GROUNDWORK FOR YOUR LEGION PLOT 

Legion is still some time away, but that doesn’t mean 
you can't get started on it! We already have information 


on the Alpha that we can work with as long as we 
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understand that until the expansion Is live,anything 

we learn can change at any moment. Flexibility is the 
key when planning ahead. Guild leaders can start 
planning for their Legion storyline and members can 
start thinking about what they want to see or how 

they want their characters to progress. You can even 
start using the ideas in Option 2 (above) to lay hints 
and foreshadow what's to come. While the individuals 
and what they are doing are in question (and to avoid 
spoilers won't be discussed here) we have an idea of 
what's showing up. The Legion invasion, the Nightmare 
of the Emerald Dream, the Horde and Alliance aren't 
seeing eye to eye, there are Satyr, Naga, demons (of all 
flavors you can imagine], and Vrykul. Oh, and let's not 
forget the Demon Hunters. Its up to you as a guild to 


collectively decide when this Is all coming into play. 


While | caution running around Stormwind or 
Orgrimmar yelling, “The end is nigh!” and babbling about 
the coming of the Legion; it’s not like the Legion hasn't 
invaded before. Their old allies might start mobilizing 


in preparation and if your guild is keeping tabs on their 
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old foes they might be a little more prepared for the 


coming invasion. It’s not like you haven't dealt with the 
Naga before. Perhaps an old enemy has resurfaced and 
needs to be reminded why they lost the first time; maybe 
their are scouting parties that need to be eliminated; 

or emissaries from the Legion who are stirring up the 
cults of old. Rumors might spread that there is some 
strange activity in ancient ruins, or some people have 
gone missing or the local spinsters are gossiping 

about a soothsayer that is foretelling the end times 

and everyone thinks she Is crazy, but you don’t. The 
Horde and the Alliance are at it again and your guild has 
been called out to handle another skirmish between 

the Forsaken and the Gilneans. Weave these stories in 
between your personal character development plotlines 
(option 2) or your filler plot [option 4). Have something 
occur randomly once a month and ramp up when we 
get closer to the release date. It can be a fun way to 


increase excitement and benefit from the Legion hype. 
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A word of caution: There are still several months 
before Legion Is slated to be released, be careful not 
to jump the gun and burn through the content before 
it’s even live. A tease and a hint Is all good and well, 
but it’s your responsibility to manage expectations 
and pace your guild. Also be wary of getting your guild 
RP involved in a concept that might change in the 
coming months. Having to retcon months of RP that 


everyone put effort in is not going to go over well. 


OPTION THE FOURTH BE WITH YOU: START 
AN INDEPENDENT FILLER PLOTLINE 

If you are done with your guild’s Warlords of Draenor 
storyline and you feel it’s too soon to start with the 
guild’s Legion storyline you can just decide to get 
involved with other things. The world of Azeroth is 
huge, there are a cornucopia of events and peoples to 
keep your guild busy. If you were stationed or set up 
base in Draenor, RP the move back to Azeroth. Perhaps 


it’s time that the guild wants to try the private sector 


and open an inn or a tavern. Maybe they've 
decided it’s time to focus on strengthening 
your ties with your allies, or bolstering your 
own ranks, or even train to ensure they are 
ready for the battle that is to come (because 
it is the World of Warcraft). News of a small 
fishing village has an infestation of Murlocs or 
Gnolls or imps. Or you can start a campaign 
to reclaim lost ruins or explore old temples 
(Uldum archaeological expedition anyone’). 
Legend tells of an old Mage tower that is 
bigger on the inside that needs exploring 


(and time passes differently inside it). 


Possibly your Warlords of Draenor storyline 
touched on some heavy themes and the Legion 
storyline will take a few pages from George 
R.R. Martin, so use this filler time to introduce 
a more comical and crazy storyline so your 
guild can take a break and laugh. Conceivably 
there could be a crazy Goblin running around 
twirling his large mustache and practising 
his evil laughter. We don’t have to be heroes 
24/7, sometimes we can just be at the right 
place at the right time (or the wrong place 
at the wrong time]. The reverse is also true. 
Maybe your guild alignment is questionable 
(or outright evil) and there is this Gnome 
who keeps showing up with her mechanical 
squirrels and throwing wrenches [literally 
and figuratively] in your schemes. Or you've 
all been thrown in the Stockades [or some 
other jail) and need to organize a prison break. 
It’s plausible that there might be a ghost 


infestation and it leads up to exorcism lead 
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by two Goblins (“The power of gold compels you!”). A 
messenger from a tribe of Furbolgs need help against 
a cult of Satyr. There is a lot of world to work with, go 
crazy, have fun. And then have it all get interrupted 


when the Legion comes knocking on our door. 


THE FIFTH OPTION: TAKE A BREAK 

Yeah that’s an option. Just relax. You and your guild 
beat the bad guys. Whatever they did, they did it well. 
Evil has been vanquished, and you have returned the 
conquering heroes. Legion is still a few months away. 
There doesn't have to be an elaborate plotline or another 
great destiny to fulfill. Hang out with each other, focus 


on random walk up RP, take an in-character vacation. 
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Maybe you can try some different RP? Dust off that 
Draenei alt and take him for a walk around the Exodar. 
Or grab that Tauren that you said you wanted to RP on 
but never got around to It because your guild’s plotline 
kept you busy. Try RP on the opposite faction, or just 
take a break from roleplaying. Engage in some PVE or 
PvP content together. Start a raid team, go on group 
transmog runs, organize a challenge mode team etc. 
Remember it’s not about progression or being the 
best, it’s about spending out of character time together 
and having fun. Then again, Warlords of Draenor isn't 
exactly brimming with content. So maybe you need a 
break from the game? No harm in that [as long as you 


come back!], many a guild leader or officer would rather 


have you take a break and refresh your creative juices 
than burn out and have that affect the group RP. Taking 


a moment to recharge your batteries is important. 


A word of caution: depending on how long you are gone 
and what your individual guild policy is you may come back 
to a lower rank, a change in the guild dynamic (based 
on who stayed and if there have been any recruiting), 
or return to nothing at all (perhaps they kick inactive 


members or the guild itself disbanded in your absence]. 


What do | personally recommend? A little bit of one 
through five. Focus on character development, have 


some fun exploring Azeroth, drop some Legion hints, 
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and raid with each other on off-nights. That’s what my 
guild is doing, and it seems to be working for us. We 
might be caught in the post expansion/pre-expansion 
doldrums but we are moving forward full steam ahead 
towards Legion and keeping ourselves entertained in the 
meantime! Now, not every guild needs an overarching 
storyline at all time; especially guilds such as taverns, 
universities, or trade companies. They do not follow the 
events of an expansion and may not have to deal with 
transitioning their storyline. So to each their own and to 
what they enjoy. World of Warcraft is what you make of 


it, so let’s get together, get creative, and make it fun. 


By Taylor Canning 
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AN ALTERED AZEROTH: A 
WORLD WITHOUT ORCS 


By Tina Guglielmi 


Disclaimer: The following is all theories of what could have happened if the events in Warlords 
of Draenor actually changed Warcraft's timeline. None of which is actual facts or official lore. 


n X-Men: Days of Future Past, we witnessed a 

concept of characters going back in time to 

stop the harmful events of the past to save the 
future. They were successful in their mission, and thus 
changed some crucial turning points within the overall 
storyline for the comic series. At the end of the movie 
[spoilers], characters that were killed in previous X-Men 
installments were brought back. The team gathered 
together and all other previous conflicts were now gone. 
Essentially, this was the filmmakers’ suggesting they 
erased the first three X-Men films and were starting over. 


Additionally, it was a clever marketing approach for fans to 


see their beloved characters back in action played by new 
actors. World of Warcraft: Warlords of Draenor uses the 
same approach, without recasting. Instead of Wolverine, it 
is Garrosh Hellscream that travels back in time to prevent 
the old Orc leaders from drinking the Ecto-cooler that 
would corrupt the future of their people. This goes on to 
several events that would revolutionize the lore. Except in 


this case, Blizzard Is claiming it as an alternate timeline. 


Alternate timelines are often used in fantasy and 
science fiction genres. They present stories in which 


one change in the past alters the known storyline to 
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something completely different. These 
stories are a what if’ to crucial points, 
yet sometimes do not actually deviate 

the course of history for the universe. 
This leaves the players to wonder what 
would happen if the events of Warlords of 
Draenor were to actually change Warcraft’s 
history. Now that Grommash Hellscream 
has a change of heart, the Dark Portal 

is destroyed, and Guldan’s plans have 
been foiled, what will become of Azeroth? 


Let’s take this one step at a time. 


Essentially, everything except the War of 
the Ancients trilogy is erased. The pivotal 
starting point in the history of Azeroth is 
the First War when the Orcs arrive through 
the Dark Portal. Although Sargeras, leader 
of the Burning Legion, is defeated in War 
of the Ancients, he still possesses Medivh. 
Sargeras sent Kil'jaeden to find an army of 
Orcs, drink the Ecto-cooler, and influence 
them to conquer other worlds. Afterwards, 
Medivh was able to persuade Gul'dan 
for the construction of the Dark Portal 
in Draenor. This entire plan has been 
hindered. Since the portal is now destroyed 
in Tanaan Jungle, it is still possible for it 
to exist in Black Morass, but it will lead to 
nowhere. In addition, Black Morass will 
remain intact and will not be the desolate 
Blasted Lands. One could argue Medivh or 
Kiljaeden could have corrupted a different 
race to tackle Azeroth, but we can say 


‘what if’ all day. Regardless, the Burning 
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Legion will still be a real threat looming in the world 


whether they succeed or fail. Other demonic forces could 


arrive at any other time to carry out Sargeras’ plan. 


Stormwind remains in its original state as the 
Orcs never arrived in Azeroth. King Llane, Lothar, and 
Turalyon will live on. Since Varian Wrynn’s father and 
wife are still alive in this universe, he may be a less 
bitter person. The kingdoms of Stromgarde, Alterac, 
Lordaeron, and Kul Tiras would also stand. Basically, 
the lands from the Blood Elf kingdoms and onward will 


remain unscathed. No Dead Scar or Plaguelands. There 
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may actually be a chance that there are no Blood Elves 
and that only High Elves remain. Gilneas may not have 
had to close themselves off from the outside world; 
therefore it is unlikely they would be infiltrated with 
the curse of the Worgen. With the removal of conflict in 
the Eastern Kingdoms, there would not be the Scarlet 
Crusade or Defias. The areas they have overtaken in 


Lordaeron and around Elwynn Forest stay preserved. 


To add on, there would not be an Alliance. Why would 
there be? The Humans would have no reason to team up 


with the Dwarves or Gnomes. There would be no Deeprun 


Tram from Ironforge to Stormwind. Gnomes may have 


future struggles with the reclamation of Gnomeregan 
without any help from other races. Draenei would stay 
in Draenor. Worgen would, again, stay as Humans. The 


story of the Night Elves would change drastically. 


Without any Orcs or demons to rummage their 
territory, Ashenvale would stay as a lush forest. Although 
the Night Elves believe it is cursed, Azshara would 
also stay as it was and not a giant Horde emblem. 
Tyrande Whisperwind would have no reason to awaken 


Malfurion Stormrage from the Emerald Dream or 
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release Illidan from his prison; unless demons were to 
still attack their territory. Since they do not form with the 
Alliance, they will keep their immortality. It is extremely 
unlikely that anyone ever meets the Night Elves unless 


Medivh tells someone else to travel to Kalimdor. 


As with the Alliance, there would be no Horde either. 
How could there be without the Orcs to form it? Thrall’s 
backstory would have never happened as his parents 
are still alive on Draenor. He would not be an abandoned 
child raised as a slave in Durnholde Keep. There would 


be no exodus for Thrall to lead his people to Kalimdor. 
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Henceforth, no one is there to aid the Tauren. The Tauren 
may have continued to struggle with their battle against 
the centaurs and the building of Thunder Bluff. Trolls 
may have extended conflict with the Humans and High 
Elves, but would mostly be on their home of Darkspear 
Island and within the forests. As with centaurs, it is 
possible the threat of the Naga will press on for the 
Trolls. Possibly wiping out their existence. Goblins 

are still neutral as there is no longer a reason to join 


sides. The Forsaken, however, would not exist at all. 


Ner’zhul dies in the biggest let down in Warcraft’s 
history in Shadowmoon Burial Grounds. He does not 
become the Lich King by the Burning Legion. They 
could have found someone else to corrupt, but then 
again, what if’? Since the entire Third War does not 
occur, there is no Scourge to reckon with. Without the 
Burning Legion using the Scourge, there is less threat 


to the Night Elves, the citizens of Lordaeron, and so on. 


The biggest outcome in all of this is that Prince 
Arthas Menethil does not become the Lich King. In 
this alternate reality, Arthas could have lived on to 
marry Jaina Proudmoore and become the next king of 
Lordaeron. He may also not be a Paladin as the Knights 
of the Silver Hand was not formed until after the First 
War. Arthas does not purge Stratholme or Dalaran. King 
Terenas, Uther, Antonidas, and many others are saved 
from slaughter. Muradin Bronzebeard would still be 
alive; which may change the politics of the Dwarves. 
Since Sylvanas is alive and there is no Forsaken, she 
will continue to live on with her siblings. The rest of the 
High Elves would not have had their kingdom attacked, 
therefore no reason to become Blood Elves. Kael’Thas 


Sunstrider would more than likely stay a council 


member of the Kirin Tor. The story of him leading the 
remaining High Elves, turning them to Blood Elves, 
and everything after is erased. The Quel'dorei would 
remain hidden in Quel'Thalas since, once again, there 


would be no reason for anyone to go to those lands. 


Seeing that Arthas’s story does not occur, there would 
be no reason to go Northrend. The problem is that there 
is no one to stop the Old Gods and the Qiraji. Same 
with Malygos and the Vrykul. Both factions had to work 
together to eliminate the threat of Yogg Saron in Ulduar, 
much like the Emerald Nightmare. Without them, it is 
possible they could overcome Azeroth to obliteration. 

It should also be known the story of Broxigar traveling 
back in tirgge the the “es of the Ancients with Krasus 
and eo Joes nat occur. Without Broxigar, who 
could have fought ainst Sargeras? In addition, 
Deathwing still resides. If he were to still return 

to cause the Cataclysm, who would stop him? 

Furthermore, it ae without saying that there 
would be no Garrosh to infiltrate Pandaria or the other 
ae deeds he committed. Much like the Night 
Elves and Quel dorei, it is still up in the air whether or 
not Pandaria would ever be discovered. The Pandarens 
will still face the threat of the Sha. However, the Sha 
is manifested from negative energy and was not 
a huge issue until the Alliance and Horde arrived. 
There is still something else that could happen that 
would allow the Sha to return. Other enemies, such 
as the Mantid and the Mogu, still pose danger. Thus 


questioning if Pandaria’s safety is guaranteed. 


To conclude, Azeroth without Orcs almost sounds 


ideal, at least from an Alliance standpoint. All the 


hardships many races have dealt with are 
now gone. On the other hand, they could face 
other challenges that would have taken both 
factions to overcome. There are several other 
changes not mentioned in this article that 
would occur. However, it is simply not possible 
to completely rewrite the large history of 
Warcraft. It is unfortunate that players will 


never see this alternate timeline in-game. 


We can argue that Garrosh could have 
revealed the weaknesses of the Alliance to the 
lron Horde for a subsequent attack. We could 
say the remaining Orcs will find another way 
to Azeroth. We could mention that Sargeras 
and the rest of the Burning Legion would use 
a different mortal race to their advantage. We 
could even assume that the threat of the Old 
Gods will end up destroying Azeroth. We can 
go into even more detail with comparisons 
to A Sound of Thunder by Ray Bradbury and 
say that introducing foreign bacteria or 
changing just one minor thing in the past 
would alter everything in the future. This is 
what speculation is all about. Nonetheless, 
we still must use suspension of disbelief to 
make World of Warcraft a more enjoyable 
game. By eliminating one key element of 
a storyline, it creates a domino effect of 


other outcomes; for better or for worse. 


By Tina Guglielmi 
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WARLORDS OF DRAENOR ZONE 
HIGHLIGHTS 


By Jezi 


SHADOWMOON VALLEY 
his is one of the best landscaped zones in all 
of the Warcraft universe in my opinion. The 
glorious Draenei architecture accents the 
beautiful landscaping of this very large zone, where 
many of us spent our first five levels in WoD. Alliance and 
Draenei survivors crashed on these very shores at the 
beginning of WoD. Shadowmoon Valley greeted players 


with gorgeous flowing purple hues in a glorious thank you. 


FROSTFIRE RIDGE 

Always winter, Frostfire Ridge is a frozen wasteland 
corrupted by Gul'Dan. Frostfire Ridge provides a unique 
scenery; one of the only places that has snow and lava in 
the same zone. Players quested through an epic storyline 


under the pale moon, alongside the high sharp mountains. 
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GORGROND 

Gorgrond is a vast zone with lush garden pools, hot 
springs, savage jungles, desolate wastes, and desert 
mountains. The high peaks are beautiful against the 
edges of the wild jungles. Gorgrond gave us a wide 
range of wide range of creature encounters; Podlings, 
Bontai, Ogron, Gronn, Saberron, and Genesaur. Although 
this zone is one of the least popular, it does expand on 


storyline and have lots of treasures and rare spawns. 


TALADOR 

The zone is scarred by battle but is still bright and 
highlighted with the beautiful Draenei architecture. 
The war between the Iron Horde and Draenei, with the 
guidance of Gul’ Dan, peaked in Talador. The Draenei 
stood strong protecting their holds and began to retake 


Shattrath City from the Iron Horde and the demons. 
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NAGRAND 

Nagrand stands as one of the most 
beautiful and unique zones in the Warcraft 
universe. Burning Crusade Nagrand 
and WoD nagrand had similarities, 
such as landmarks and aspects of 
the Burning Crusade content, Ring 


of Trials, Throne of Elements, etc. 


SPIRES OF ARAK 

Full of forestation, swamping terrain, 
and deep cannons the Spires of Arak zone 
was not the prettiest zone of WoD. However, 
Spires of Arak still had a lot to offer; 
storyline, dailies, a world Boss, and other 
elements. The zone is controlled by the 
upperclass Arakkoa, who had enslaved the 
lower class Arakkoa. Spires of Arak quests 
illustrated the story of the struggle for 


survival and the rebellion of the Arakkoa. 


TANAAN JUNGLE 

The Jungle has been an exciting place, 
full of new challenges, daily grinds, 
and pets. If you are on a PvP server this 
section could have been a little extra 
challenging with the proximity of the 
opposing faction. The jungle fights on to 
survive the Iron Horde. The landscape 
iS Savage and rugged, illustrating the 
corruption and rage of the Iron Horde. 
Nevertheless, Tanaan Jungle brings the 
close of the zones in WoD, as we return 


to where we started in the expansion. 
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ASHRAN 

Ashran was the level 100 PvP zone in WoD. The goal 
of this zone was simply to complete objectives and 
events and progress to killing the opposing faction’s 
leader. There were various quests, achievements, and 
other elements also added into the zone. The quests 
and objectives centralize on giving tokens that the player 
could turn in for Honor points. Making Ashran a farming 
ground for PvP gear. Players faced a plethora of enemies 
in Summary to WoD in addition to the opposing faction. 


By Jezi 
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THE PLAGES WE LEAVE 
BEHIND 


f you've been at this game for as long as | have, you carry a fair portion of regret with you as you make your way 


By Sarah Reeson 


across Azeroth. | still recall with clarity, for instance, the first time | visited the Sun Rock Retreat in Ashenvale, 
or Nesingwary’s Camp in Northern Stranglethorn. That first meeting with Nat Pagle in the bay of Theramore, or 


where he sent me in Feralas burns as brightly as the cart ride into Uldum or 


ms 
- 


™ ore. the first view of Auchindoun as it had been before the place was blown asunder. 
™ | ee, ‘ All these places still exist, but many have vanished for good: 
i the remodelling of the Old World after Cataclysm means 
that many spots that | recall from early 
days have vanished for good. As we leave 
Draenor behind it seems like a good time 
to recall some of the most memorable 
places in game that simply no longer 

exist as they did, and to bring back some 


of the memories associated with them. 


LOCH MODAN 

This one hurts most of all, if truth be told: 
of all the remodels that took place, losing 
the Loch as it was Is still hard for me to cope 
with, and it’s probably the reason | don't visit 
this place as often as | used to. Sometimes 


I'd just sit by the shore and remember 
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fighting the Troggs on the islands 


opposite, or find the place where | first 


learnt to fish, dangling feet off the dock. 


This was my go-to zone in the late 
teens for pretty much every character 
I've ever levelled, and when | returned 
to the area after the pre-expansion 
zone for Cataclysm was applied, there 
were tears. It is a reminder that when 
someone else re-imagines your own 
concept of fantasy inside a game, there 
are undoubted consequences, and 
that holding certain things too dear to 
your heart will inevitably cause conflict 


when they eventually change for good. 


AUBERDINE 

Many people will tell you that 
Theramore’s destruction by Garrosh 
was a Step too far for the game to 
impose, but for me the levelling of 
Auberdine is far more personal. 
It’s also a testament to how, if done 
well, remodelling a zone can bring a 
real sense of both progression and 
compelling storyline to the game. If 
you travelled through the ‘old’ zone, 
to see it rent asunder by the elements 
is asobering sight, and to be asked 
to rescue the inhabitants that you can 
recall as quest givers and inhabitants 
is enough to move even the hardest of 
hearts to aching. Mostly, | miss running 
up the pier in the days without flight, 


waiting for the boat to Darnassus as 
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that was your undoubtedly home. Remember that these 


were the days before the Exodar crashed, proper Vanilla 
memories of a misty shoreline, Murlocs and washed 

up sea creatures plus [again] fishing in the shallows as 
you head north into Darkshore. It remains hauntingly 


beautiful, but | will remember it best as it was before. 


FERALAS 

I've always maintained that when the servers are shut 
down for good and | take my main to her final resting 
place, it will be in Feralas, and most specifically to the 
Feathermoon Stronghold. She may be a Dwarf but 
this Night Elf fortress has become her second home, 
mostly because this is where | ground for my epic mount 
(non-flying edition) back when that took months worth 
of fishing sales. The place didn’t suffer that badly at 


the hands of Deathwing either, and remains largely 
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unchanged from the original version of itself, except 
that the long run through Thousand Needles from 
Tanaris is now a lot wetter than it used to be. Mostly it’s 
the calm about the place, an inherent mystery of times 
past, and the first place that | really grasped the Ogre 
storyline was significant. When Dire Maul opened for 
the first time, this was the place to be as a five man, 
and | learnt a lot of my dungeon craft in this zone. If 
you re reading this, Elene of Shadowsong-EU, | still 
miss you, and the advice to ‘kill casters first’ sticks 
with me to this day. Those pesky mana users can still 


wipe a group, kids, and you'd do well to pay attention. 


AZSHARA 
Oh Azshara, | remember when you were 
the place to come for Hydraxian 


Waterlords reputation 


turnins. This was the zone which boasted a mad Blue 
Dragon that needed an entire raid team to down, and 
was the site of the first Elemental invasions Azeroth 
ever experienced. It was a zone that never actually felt 
properly used, an afterthought, but still one of the most 
profitable Old World places you could visit. There was 
that ‘Planet of the Apes’ Easter Egg nod, the amazing 
quest with waves of pirates that never worked at all 

at any point | ever used it until Cataclysm came along 
and wiped the whole thing off the map for ever. This 
was where I'd wander around for hours, killing and 
skinning Blue Dragons, looting chests and fishing the 
coastline for Essence of Water, which became almost 
as lucrative a sell than all my fish combined. Ah, those 
glorious, halcyon days of knowing stuff other people 


didn't, before guides and YouTube how to videos... 


TANARIS 
Finally, Gadgetzan before the water came. The zone 

before Uldum was revealed, and you could only guess 

what was on the other side of the mountain. That 

run through the desert to Un’Goro, and the quest for 

Noggenfogger Elixir you'd pick up on the way. 

Mostly, it was about pirates, because the 

Caverns of Time didn’t exist as 

they did, there was simply 

the hint of their 
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existence, brought about by Silithus becoming a proper 
zone and all the associated tomfoolery that accompanied 
THAT reveal to the Warcraft world. The desert was vast 
and unyielding, and you'd travel across It on foot or via 

a ground mount because then you were pretending to 

be in Lawrence of Arabia. |’d play the theme tune too, 

as | slaughtered Wastewander mobs for their chests 

and the water pouches you'd swap for reputation crates. 
That was the place | saw my first ever Epic BoE drop, 


and guess what? | was a Hunter, and it was a bow. 


The past has a lot to teach us about how we become 
what we are, and the game’s history for me is no 
exception. If you truly wish to understand what | am 


as a player and where | now belong in Azeroth? 


Look at my past, and remember the 


places | have left behind. 


By Sarah Reeson 
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WHY NOT P 


The Great Lull Between Expansions»and Why It's the Perfect 
Time to Learn to kill Your Fellow Players. 


ere we are again, sitting at the end of 

the most recent storyline. Poking away 

at the last remaining achievement titles, 
hunting down transmog items, watching your 
friends list collect more and more absent players. 
Maybe It’s time to hit the Freeze Account button 
and pick up a new game for a few months. Or why 
not get some use out of that gym membership you 
were gifted over the holidays; finally go out and 
“be that better, more well rounded individual!” 
you promised yourself on January 1st. Or... 


you can keep playing World of Warcraft. 


Are you a veteran player? Or someone just getting 
into the game? More importantly, have you been 
avoiding Player versus Player content? Whatever 
your reasons are, it can be a daunting task. The 
game suddenly takes on a different feel. Boss 


mechanics are replaced by chaotic blobs of red 
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By Mike Meadows 


names, unfamiliar words thrown around in party chat 
by angry players, and getting killed over and over 
again by people who are better equipped than you. 
Your once familiar action bars now feel clunky, slow, 
and you are unsure which talents are even useful. 
Sound familiar? When approached without a plan, 
and without understanding, PvP can be frustrating. 
Time and time again players are turned away at 

the door because the learning curve just feels too 
steep, and not worth the trouble. Common excuses 


are thrown around by these sorts of players. 


“PvP is dumb.” 
“PvP is imbalanced.” 
“PvP is broken.” 


So why bother? As an 11 year veteran of Azeroth 
and WoW PvP, | will tell you that sure, PvP can be 


imbalanced, and sometimes Blizzard's decision 


making process can leave you 
scratching your head; but PvP is fun 
and PvP is rewarding. Any player 
can find success in murdering your 
fellow gamers. This guide is meant 
to get you through the door, and to 
provide you with the resources to 

go from inexperienced to advanced 


in less time than you would think. 


Why now? Legion is coming 
soon. With Legion, Blizzard has 
announced a near total overhaul 


of the PvP system. We're talking 


PvP talents [finally!], a new PvP 


gear scaling system, new arenas, 
new ranking systems, the works! 
However, the game will still play 


very much the same. While some 
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things will be more streamlined, such as gearing 
alts being a little less painful, the overall philosophy 
to PvP success will remain mostly unchanged. 
Warlords of Draenor was an, hmmm, interesting 
experience. Not everything was bad, though. 
Groomed talent trees are easier to digest than the 
button mashing extravaganza of Cataclysm and 
Mists of Pandaria. Many players have complained 
about certain specs feeling “boring” now, but 
boring generally means “simple” which gives you 
the perfect opportunity to master your classles] 


before new talents are unleashed with Legion. 


STEP 1: PICKING YOUR CLASS 

The docket of potential classes is pretty large, and 
growing by one more soon with the release of Demon 
Hunter. The class roles for PvP are not completely 
different from PvE. You've got your DPS, and you have 


your Healers. Tanks? Well, Blizzard has been having 


Ge* 
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trouble balancing tanks In PvP. As of right now. | 
want you to take your dreams, hopes, aspirations, 
of playing a Tank in PvP, and | want you to put them 
in a little box. Now set that box somewhere that you 
can forget about it. That's it. Don't do it. Don't try to 
argue. Don't point at videos of Gladiator Warriors 
dealing 150,000 crits. Blizzard has purposefully, 
and successfully, removed tanking classes from 


the PvP meta. Yes, even in Rated Battlegrounds. 


Now that we're past that, we're left with Healers 
and DPS. Every class can get high ratings, yes 
even you Retribution Paladins, however the so 
called “flavor of the month” will fluctuate with 
every content patch. Certain classes are more 
consistently prominent than others. So | will say 
again, every class can be successful. However, some 
classes | would consider safer bets than others. In 


the end it’s all about having fun, so | will encourage 


you to play the class that you enjoy 
(don’t think about that box from 


the paragraph above). That said, 


which class would be a ‘safer bet’ 


when selecting yours for PvP? 


Healers 

The two classes that stand out to 
me as consistent [as in, frequently 
seen on the top of the arena 3v3 
leaderboards) are undoubtedly 
Restoration Druids and Holy Paladins. 
Shamans, Priests, and Monks all 
have good combinations, and can 
all achieve the coveted Rank 1 title, 
however Druids and Paladins are 
simply dominant season after season, 


expansion after expansion. Why? 
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Durability. Paladins have some of the strongest 
defensive abilities in the game, Divine Shield, 
Blessing of Protection, Freedom, etc. They pair 
historically well with melee classes for their 
ability to get into the fight and take a beating while 
providing powerful heals to their partners. They 


can also land some punishment themselves. 


On the flip side, we have Druids. Restoration 
Druids are infamously hard to catch, and have 
excellent utility and crowd control. Powerful 
Healing over Time (HoT) abilities allow them 
to remain mobile, which is useful for keeping 
enemy melee classes two steps behind, or for 


landing game changing stuns and cyclones. 


In the Legion Overhaul, both of these classes 


are maintaining their gameplay philosophies, 
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and for good reasons. Blizzard has expressed the 
idea that they are very happy with the way these 
classes perform in PvP. Paladins are a class 

that | am very excited to partner with as a melee 
character in Legion due to improved mobility 
and AoE healing changes that are designed to 
optimize their “in the fight” style of gameplay. 
Overall, if you want to make a “safe bet”, you 


can't go wrong with picking a Druid or Paladin. 


The others? 


Discipline Priests ain't a bad choice. Life Grip 
makes Priests a near necessary choice when 
putting together a Rated Battleground team. 
Priest, Mage, Rogue is also one of the most 


dominant Arena compositions of all time. 


Restoration Shamans are also very notable with 
compositions in 3v3 due to their awesome offensive 


abilities and powerful defensive cooldowns. 


Mistweaver Monks are seeing some gameplay 
changes in Legion that have some people on the 
fence. Currently though, a Monk is the definitely 
a fun, albeit challenging healing class. Mobility 
and powerful cooldowns make for some intense 


gameplay, just don't get caught without your Cocoon. 


DPS 

Healing is not for everyone in PvP. | would like 
to take a moment to remind everyone to respect 
your healers and watch their backs. Often times 
the reason you are not getting heals is because 
your Healer is being controlled into the ground. 

So back to the topic. What are my “safe bet” DPS 
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classes for PvP? It’s not so easy of a decision as it 
was for healing. To organize it further, we'll split the 


choice up between a significant game play difference. 


Melee 

Are your PvP dreams often filled with splitting 
heads with axes and charging head first into the 
fight? Melee is your game. My top two choices, while 
both being melee, have very different approaches to 


killing. I’m talking about Arms Warriors and Rogues. 


The Arms Warrior is my main class, and has 
been for 11 years. The gameplay of an Arms Warrior 
revolves around dominating the match with heavy 
hits, and excellent mobility. With a healer in tow, 
the Warrior class is built for slaughter. Without a 
healer though, they are fairly easy to take down 


and control. This is an important distinction for 
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new players looking to get into PvP. If you want to 


optimize what is historically the most powerful 
melee class in the game you need to be aware of 
your limitations. Make friends with healers, and 
treat them well. Charge, Heroic Leap, Stuns, Slows, 
Pummel, Fear, Spell Reflect, paired with high, and 
easily accessible burst damage have set Warriors 


ahead of the other heavy handed melee classes. 


The Rogue on the other hand, is a bit more subtle. 
| might even argue that a Rogue Is more powerful 
than a Warrior, however it’s the single class in the 
game that | would point out as having a higher skill 
cap in competitive PvP than any other. Utility is the 
name of the game for Rogues. Stuns, Blind, Smoke 
Bomb, Gouge, and rinse and repeat. A Rogue can 
deal some excellent burst, however their most 
deadly skill in the Arena and in Battlegrounds Is their 


unmatched ability to set up kills. No other class is 
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quite as punishing as a Rogue who has noticed the 
enemy team has made a mistake. A poorly used 
Medallion equals death when the Rogue drops 
Smoke Bomb. Rogues can line up a seemingly 
endless chain of Crowd Control with a Sap, Stun, 
Garrote (silence) combination topped off with a full 
duration Blind to secure a kill. In Battlegrounds, 
Rogues can enjoy a uniquely lone wolf style of 
gameplay, separating from the group to overtake 
flags, and rejoining the fight to eliminate Healers. If 
you can manage to learn the class well (not an easy 


task!], a Rogue is a lot of fun, and very dominant. 


There are plenty of melee options, though, 


if Rogues and Warriors are not your style. 


Death Knights deals devastating amounts of 
burst damage and the Death Grip ability makes them 


irreplaceable in setting up kills in Battlegrounds. 
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The lack of mobility cooldowns Is the 
ultimate downfall of the Death 
Knight though, and makes them 

a bit less consistent on the arena 
leaderboards than Warrior. Still 
though, not a bad option. Death 


Knights are great for 1v1 encounters. 


Enhancement Shamans 


bring a fun twist to the melee game 


with dangerous amounts of burst, and 
excellent offensive utility in the form of Purge, Wolves, Fire 
Elemental, and powerful cooldowns. However, Enhancement 


Shamans seem to come and go from the metagame. 


Retribution Paladins’ spec is an interesting 
case. Perhaps about once an expansion 
they experience god like prowess 
with unmatched burst capabilities, 
and then they fall into mediocrity 
after some balancing fixes. Over 
the years, Blizzard has never 
seemed to quite get it right with Ret 
Paladins. They have some powerful 
3v3 compositions when paired with 
Hunters, and if you just love Paladins | 


won't tell you it’s impossible to get high ratings. 


Windwalker Monks are much like Ret Paladins as they seem to 
be on the cusp of greatness, but not quite there. They pair well with 
melee cleaves, and are excellent for 1v1 encounters, but they lack that 


certain something to keep themselves consistently in the meta game. 


Last, and not least, the Feral Druid. Like some of the other classes 


mentioned, Feral comes and goes. They have excellent burst, 
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excellent mobility, and are great for ganking 
people in the open world. However, they 
just are not consistent contenders in the 
meta game. They pair well with Hunters, 
and if you love the Druid playstyle then it’s 
still possible to get those high ratings. 


Ranged 

If chasing people down doesn’t appeal 
to you, and you'd much prefer to sit back 
and unload your DPS, a Ranged class 
might be more your thing. Like Melee, each 
class brings a unique twist to the ranged 
DPS playstyle. Two stand out to me as the 
ultimately consistent ranged DPS classes, 


and these are the Mage and the Warlock. 


Frost Mages have been dominant In arena 
since the beginning. They bring crowd control, 
mobility, and high amounts of damage to 
the table, ingredients that have made them 
among the most dominant classes in all of 
PvP. Dueling, Arena, Battlegrounds, Mages 
find their way into being good at everything. 
Like Rogues, their real threat comes from 
utility, and the ability to set up kills. A Mage 
is vulnerable to heavy burst, especially 
from Melee, however a good Mage can be 
extremely tricky to lock down, and is always 


one Polymorph away from scoring a kill. 


Warlocks, on the other hand, are known for 
wearing down the other team in an unending 
assault of Damage over Time abilities. Like 


most classes, they have access to some 
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burst abilities, but the main thing a Warlock does 
is overwhelm enemy healers with spread damage. 
Warlocks are more durable than Mages, and have 
access to strong mobility in a pinch with Demonic 
Circle and Demonic Gateway. Warlock minions 
also give the enemy team one more thing to 
worry about, and provide extra bits of utility, such 
as interrupts, that help to wear down the enemy 
team. They are great in Battlegrounds and you 


will often see them topping the damage charts. 


Mages and Warlocks are my top two for ranged, 
however Hunters are a close third. Hunters are a 
great class for someone who likes to deal damage 
from far away, but still have some of that offensive 
Spirit found in melee classes. They are also a class 
that is seeing a good deal of change In Legion, 


and honestly I’m not sure which of the specs we 


will see come out on top. My bet is Beast Mastery. 


The uptime of having a pet and potential for high 
amounts of burst make it an excellent class to take 
into the arena and | think we can see some trends 
with Hunters in the way that Blizzard historically has 
balanced them. Like the Fury Warrior, Marksmanship 
Hunters have extremely high damage potential, 

but their weaknesses with survivability, utility, and 
maintaining damage in PvP situations removes 

them from competitive PvP almost entirely. Survival 
going melee and | just am not sure what to expect. 
Having traps seems key, but | just don’t know enough 


about the gameplay to really comment on it fairly. 


| have a soft spot in my heart for Balance 
Druids. The idea of running around as a giant 
chicken doing absurd amounts of damage just 


tickles me. They, like feral, suffer from the ups 
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and downs of relevance. They are great in Rated 


Battlegrounds because of hard CC abilities 

such as Cyclone, the absurd burst potential of 
Starsurge, and their excellent spread damage 
from DoT’s and Starfall. In arena though, they are 


not nearly as consistent as Mages or Warlocks. 


Shadow Priests are fairly similar to Balance Druids 
in their high burst, high spread damage type of 
playstyle. God Comp (Shadow Priest, Mage, Healer] 
is aconsistently high ranked arena composition 
lately. Due to lack of utility, Shadow Priests are fairly 
easy to killin 1v1 situations, and do not do very 
well in 2v2; but as | will get to later, this Is not all 
that important. A good class overall, but of course 


not as persistently in the metagame as others. 


Elemental Shamans are an interesting class. At 
times they are extremely powerful, and then they 
disappear from the PvP game. Blizzard seems 


stubborn about their game play, and yet people 
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have been begging for a major class overhaul since, 
well, forever. We will see how things change come 
Legion, but it’s a safe bet that if you pair your Ele 
Shaman with a Warlock in 3v3, you will do alright. 


So there you have it, a very, very basic overview 
of the classes. Later on | will provide some more 
resources for learning the intricacies of your class. 
If your heart Is really into a class then play it. The 
only thing | would strictly avoid is protection builds. 
Now that we have successfully decided on what 


class to play, it’s time to, you know, play the game. 


STEP 2: GETTING STARTED 

So, you are a fledgling PvP player with little to no 
experience. What do you do? It’s time to set up your 
action bars and keybindings. These are things that 
are ultimately very personal. What Is logical for me, 


may not be logical for you. If you do some research, 


The GameOn Magazine 


100 // World of Warcraft Community Magazine 


you will find people talking about arena 123 macros, 


focus targets, and other confusing and scary things. 
For now, just focus on making sure every single 
ability on your action bar is bound to a key that is 
easily accessible. A gaming mouse is extremely 
useful for this. I’m not saying you should go out and 
spend $60+ on a Razor Naga or similar (though if 
you can afford it, definitely do it). A simple Logitech, 


starter level gaming mouse can get the job done. 


The reason you need to get this step out of 
the way first and foremost Is to avoid bad habits 
such as keyboard turning, back pedaling, and the 
dreaded clicking. Arena macros come a little later, 
and will be much less daunting once you have 


mastered basic keybindings. Quick reactions are 
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important for any competitive video game, and It 


takes less time than you think to get the hang of it. 


So let’s jump ahead. You are now a fully keybound, 
battle ready <insert class here>, what next? Gear. 
The staple of any MMORPG. I'm going to be honest, 
you are going to be beaten up. You are going to 
die, a lot. If you are a Melee class, or a Healer, 
people are going to single you out and make life 
kind of frustrating. This is a trial everyone must 


face, but there are ways to get it done easier. 


Find a group. Farm Random Battlegrounds. 
This is by far my favorite method for grinding 
Honor. Look in your guild for teammates. Don't 


have a guild? Great, join a guild. Start a group 


on Group Finder asking for people to play with. 


Be honest. Let people know that you are new, 
looking to learn, and want some help gearing 

up. Whether you are Horde or Alliance, having 3+ 
people in a premade group significantly improves 
your chances of winning. The Battleground Is 
significantly less stressful than the Arena, but also 
considerably better as a learning experience than 
Ashran. Battleground wins provide a large sum of 
Honor, a random epic chest that can include gear, 


Honor Points, or gold, and Conquest Points. 


Turn off Alterac Valley and Isle of Conquest. 
These two Battlegrounds significantly 
increase queue times, and lower the amount 


of actual PvP content that you experience. 
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Play closely with your groupmates. Use Raid 
Target Icons if you have to, especially for healers. Get 
games in. I'll repeat that. Get games in. |t is common 
for even rank 1 players to have multiple characters 
of the same class. This is because the #1, ultimate 


and best way to get better is to play the game. 


When you find people you like, add them to 
Battle.net. Synergy is important to success, 
and not just in terms of class composition. 
Muscle memory and twitch reactions come 
with time. A very large part of advanced 


gameplay Is attitude. But more on that later. 


Farming Battlegrounds Is fast, and personally 


| think it’s the most fun. | love Battlegrounds. | do 
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them constantly even when | am fully geared. World 
of Warcraft is designed around large group play, and 
in all reality the game is better balanced for objective 
based games than it is for death match (arena) style 


games. That said, you can farm Arena Skirmishes too. 


Find Partners. Grind Arena Skirmishes. 

Similar in concept to my favorite strategy, Arena 
Skirmishes are a casual, low stress way to learn 
arenas. | highly, highly recommend not doing this solo 
queue if you are a beginner. | think this route Is better 
suited for players who are already intermediate- 
advanced in skill who want to gear up alts. They do 
provide quicker games, and if you win, they provide 
quick Honor. The downside is, the winning loot chests 


are not quite as rewarding as the Battleground chests. 


If arenas are your ultimate endgame for PvP, 
then this can be a useful exercise in experiencing 
how matches go. You will learn things such as 
positioning, proper crowd control, coordinating 
burst cooldowns; all many things that are not as 
emphasized in Battlegrounds. Healers especially 
can learn a lot more from an arena match than 
they would in a Battleground. Getting chased 
down by a DK and WW Monk is frustrating, 


but through your pain, you will learn. 


Ashran 

Ashran is potentially the worst thing Blizzard did to 
PvP, in my opinion, and many others It literally almost 
single handedly killed the PvP community during the 
second season of Warlords. The good news is, they 
actually listened to user criticism and removed the 


things that made it the horrible, RNG focused hell 
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hole that it was. The concept of it isn’t really that bad 
on paper, and if you get into a good Ashran battle it 
can actually be quite entertaining, but when they had 
the “bonus” (to a PvP player there is no such thing as 
bonus) 200 Conquest Points from Ashran, the unique 
Ashran chest items (100% random chance drops out 
of weekly quests) and the removal of premade groups 
to get this all done in reasonable time, It just killed 
PvP. Season 2 had the lowest turnout ever for the first 
2 weeks of the Arena Season because getting your 


Ashran weekly done took 2-4 hours per character. 


But! | am happy to say that is all behind us now. 
The wounds are still a bit fresh but we can now 
analyze Ashran for what It Is. It’s still a clusterf*ck. 
But, it’s a clusterf*ck with the potential to get you 
some really, really fast Honor points. I'd more 
specifically recommend It for ranged DPS and 
healers because It’s easier to sit back in fights 
and not get globaled on the front lines, thus losing 
half of your Artifact Fragments. Premade groups 
are still possible now using the LFG system, so | 


recommend not taking chances on arandom group. 


To me, Ashran takes too much of the PvP out of 
PvP. Even Wintergrasp and Tol Barad were more 
PvP intensive. Really, the ideal Ashran battle is one 
where the enemy faction is absent and you can just 
run around collecting fragments and completing 
objectives while watching TV. This is why it is still my 
least favorite option for the gearing up game. That 
said, if you are feeling lazy, it’s an okay way to keep 
on grinding away. Or, you might be one of those weird 


people who really like Ashran, and | say, good for you. 
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Conquest Points and What Gear to Wear 

So you are mostly Honor geared now, and 
through your Battlegrounds, Arenas, Ashran runs 
you have acquired a decent amount of Conquest 
points. It is time now to focus on purely grinding 
for your Conquest Weapon. Typically what | do 
on new characters is buy 1 big piece (2250 points 
required item) and then a ring [typically you can 
stack double cruelty rings for a while) and then 
one other small piece 1250-1750. After that | grind 
ranked 2v2 matches, ignoring my rating, until | 


have earned enough points for my weapon. 


As for what gear to wear, I'm going to make this 
simple; as simple as it could possibly be. Go to the 
World of Warcraft website, go to the Armory and to 
the 3v3 Arena Ladders, then filter by your class and 
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spec and look at 5-10 different players. Pick one out 
and copy and paste their items and glyphs to your 
character. These guys at the top have already poured 
through the numbers, did all the theorycrafting, 

and now us noobs can reap the benefits of not 


having to think too hard about it. It’s that simple. 


STEP 3: FINALLY, TIME TO GET RATINGS 

Look at you go! You're so pretty in your fancy, up to 
date PvP gear with your artfully selected Transmog. 
You are approaching the end of your long Conquest 
point catch up cap and are starting to realize that 
your Arena Ratings are floundering between 1200- 
1550. You often leave matches having no idea what 
the other team just did to you. Now it is time to 
get into the intricate details. Lucky for me, and us, 


there Is a wide variety of resources that you can 


search through to make sure you are up to date 

on proper arena compositions, macros, addons, 
strategies, etc.. There is a lot of stuff that goes 

into an Arena, or a Rated Battleground match, but 
lam here to tell you that the difference between 
the 1550 achievement and the 2000 achievement 

is smaller than you might think. Instead of listing 
all the information out in this article, I'll simply link 
you to it, as |am not trying to write a book here. 


This is a basic guide, not a hand holding parade. 


Resources 

First. lf you want to learn about your class, or 
about PvP in general, for the love of god, avoid 
the offical forums. According to the official WoW 
forums, the game has been completely broken 
and worthless since launch. The posters on the 
official forums are coming from the vile world of 
angry WoW nerds who only want to tarnish everyone 
else's playing experience with overblown complaints 


and often times straight up misinformation. 


Instead, head over to www.reddit.com/r/ 
worldofpvp . It is, in my opinion, an underutilized 
forum that has seen an awesome overhaul by the 
mod team. It’s great to ask questions, share stories 
and videos, and receive critiques on your gameplay. 
It is also, as Reddit is famous for, a great starting 


hub to jump into resources all over the internet. 


Specifically, they have an awesome, well 
organized, sidebar. To find it, follow the link above, 
point your eyes to the right and scroll down a 
bit until you see the headline “Getting Started 


In PvP.” Below you will see an Arena Guide, a 
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Rated Battlegrounds Guide, a PvP FAQ, a list of 


resources, and an Arena Compositions List. 


You can spend hours, days even, pouring through 
information generously written up by players who 
have experience at the very top of competitive 
PvP gameplay. This information includes all the 
macros you will need, guides on how to position 


yourself, burst rotations, helpful addons, etc. 


All of this information Is great, 


but what do | do with it? 


Play the Game 

You can read, watch, research, for hours and 
hours, and | recommend you do some of that, but 
no guide or TwitchTV stream is going to replace 


the need to put your time in. If you are serious 
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about wanting to achieve your PvP goals you have 


to start playing. It seems like common sense, but 
a lot of players simply don't get their games in. 
Since you have so dutifully made some friends 
during the gearing up process, it’s time to pay 


it forward and climb the brackets together. 


This is where having the right mentality comes 
into play. There are certain mistakes | see a lot of 
players make that keeps them perpetually stuck 
in the 1300-1550 brackets. It’s good to be positive, 
and with positivity comes a certain amount of 
confidence that you can win. This is good, and 
healthy. However with some players, confidence 
turns into arrogance. They believe they are high 
rated players who simply haven't made it yet. A 
loss Is never their fault; it’s their teammates, or 
it’s class balance, or It’s lag, or even Blizzard is 
purposefully making them lose. When a player 


has this state of mind they are never going to 
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learn, and they become insufferable teammates. 
| have witnessed entire PvP centered guilds 
who perpetuate this behavior and spend all day 


complaining back and forth about this class or that. 


Put distance between yourself and these people. 
Be confident that you can win, but be humble 
enough to understand that you are still learning. 
Confidence also means you can lose with some 
dignity. Remember that the game does not owe 
you success, and every team you face [outside of 
the ones purposefully tanking personal rating) is 


composed of other players who are also trying to win. 


How do you learn from your losses? Arena 
victories often times come from enemy mistakes, 
rather than perfectly executed plans. Likewise, 
many of your losses will come from vital mistakes of 
your own, or your teams fault. As a learning player, 


you might not realize what happened. This is why 


many top players suggest using recording software 
to document your games. Many modern graphics 
cards come with video recording software built in, 
and Mac users have access to an ingame recording 
system built into World of Warcraft. However you 
decide to acquire this software, use it for a handful 
of games, and then sit back and review the footage. 
Take special note of your losses, what happened? 
Where were you standing? Did you use a defensive 
ability carelessly? Where were your partners 
standing? Was your healer being locked down by 
melee with no help? Any of the many factors that 
can pile up and lead to a loss you are now aware of. 
Next step, go play more games. Now that you are 
conscious of these factors you can not only avoid 
making the same mistakes, but also take note of 
when your enemy has made them themself. Is 
that enemy Warrior overextended? Did that Rogue 
burn their second vanish? Did that Mage blink into 
a bad position? Using your offensive cooldowns 
in conjunction with the enemy team making a 


mistake can lead to a quick and satisfying victory. 


Don't get hung up on 2v2 and dueling. Blizzard 


has stripped Arena titles away from the 2v2 bracket 


because the game Is simply not balanced for it. There 


are going to be teams that just counter you, and 
that’s fine. In 1v1 scenarios, some classes have an 
easier time beating others, that’s how MMO’s are. It 
comes with the territory of each class having unique 
utility abilities. Dueling is a great way to hone your 
twitch skills and learn how to fight other classes, but 
a Hunter is going to beat a Warrior nine times out of 


ten, and there’s no good reason to throw a fit about it. 
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Teamplay 

You are starting to get the hang of this. You are 
aware of enemy cooldowns, you are aware of your 
position on the map, you are actively plotting crowd 
control with burst abilities. Now it is time to combine 
your own prowess with your teammates. Following 
trends of previous expansions, Warlords has 
continued to make the game more “casual” friendly. 
There are more pick up groups (PuGs), and more LFG 
Raids. Likewise, with the loss of Arena Teams, there 
are more and more players who just want to turn on 
music and quietly sift through the Looking For Group 
system to do Arena. A skilled player can achieve high 


ratings this way, but | will tell you that it’s not optimal. 


Voice chat is key. Use it. For PvP, I'd advise 
turning off your push to talk button. Communication 
fills in the gaps of information that your eyes 


miss. Call out your cooldowns. Announce when 
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you are planning to interrupt, and make sure Communication allows your healer to call for 
your team knows if your interrupt has failed. This help, or to assure you that they can manage. You 
will be the difference between an enemy Mage can coordinate hard switches onto Restoration 
successfully getting a Polymorph on your healer Druids that have no healing cooldowns left for 

and ending the game, or your healer ducking themselves. Knowing a basic strategy is one thing, 
behind a pillar to avoid it. Use communication but all of those unique moments where you achieve 
to avoid overlapping Crowd Control. Burning a victory in an unconventional way are so much 
Cyclone on a feared target is precious seconds of easier when you are talking with your teammates. 


Crowd Control squandered. In Arena specifically, 
games often come down to the seconds, and the Have Fun 
higher you climb, the more those seconds count. The cheesy, cliche bit of advice at the end, 


but it doesn't make it not true. To piggyback on 
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communication, by the light, don’t lose your cool 
over Teamspeak. Don't shout at each other over a 
loss. You lost,they won. It’s as simple as that. No 
team has a perfect record. And there will be days 
where you lose more than you win. You will get 
within 50 rating points of 2,000 and you will tank 
back down to 1750. It’s frustrating, no doubt. 


But don't lose sight of the fact that it’s a game. 
If you are getting worked up, take a break. Go dive 
into some world PvP and see how you have risen 
above the average player's skill in PvP. You can 
stand up and fend off anyone trying to gank you out 
in the open world. Allow yourself to feel satisfied 
and cocky when you beat up on a rival opposing 
faction guild. Get caught up in the competitive fun of 
it. Don't have a rival on the opposite faction? Make 
one! It's what MMORPG’s are about. Leveling up 


my first time in Vanilla | had a rival Tauren Warrior, 
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and our duels in the open world and low level 
Battlegrounds, are still fresh in my mind all these 
years later. [Your name was Ein on Dragonblight-US, 
if you're still out there come fight me!). | remember 
the first time my small PvP group beat the Horde’s 
top Warsong Gulch team before Rated PvP even 
existed, and how | was buzzing off the adrenaline 
high all night because of it. | remember the first 
time | picked up the 2k Shoulders, and how proud | 


felt standing out in the dueling area with them on. 


There Is satisfaction from PvP that you just can’t 
find anywhere else, and | think any WoW player 
should strive to achieve it. Whether you are brand 
new, or a Self proclaimed PvE only hero. There's 
no better time than now to do It. What else are you 


going to do? Sit in your garrison picking flowers? 


By Mike Meadows 
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LEGION PETS AND MOUNTS 


WORDSEARCH 


With every new expansion comes new pets and mounts to collect. See if you can find all the ones 


coming out in Legion with this wordsearch we created for you! Click on the image to interact with it. 
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PODCAST SPOTLIGHT 


Here at the World of Warcraft Community Magazine, we have the privilege to meet and interview a variety of 
amazing podcasters in the WoW community. But we don’t want you to lose touch with the excellent content out 
there, so every month, podcasters who have been interviewed by us will be sharing what they have been up to in 
the past month complete with links to their latest episodes ready for you to listen and download! 

Obviously this list will grow as our magazine does, but if you don't see someone on here that has a podcast you 


love, and you'd love to see featured and interviewed email us at wowfagameonmag.com. 


HEARTHCAST fa HEARTHCAST.COM 
Episode 305 - Widdle Waptors: How 

to pick the best race/class combos in 
WoW and what goes through every WoW 
player’s’ mind when they play Diablo. 


REALM MAINTENANCE fa RHOWOW 
Episode 18 - Ceraphus and Quori return to 
the show talk with Rho about how the Azeroth 
Pirate Radio podcast has continued on for 


101 episodes with no signs of stopping. 


TAUREN THINK TANK faTAURENTHINKTANK 
Episode 176 - | Still Taste Fish: Our update and 
recap from our time presenting at PAX South! 


PODCAST SPOTLIGHT 


LOOKING FOR ROLE PLAY faLFRPPODCAST 
Episode 60 - Role Play Etiquette: This week, 
they talk about role play etiquette, including 
all of the common courtesies, observations, 
and niceties involved in being a good role play 
partner and role play community members. 
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TRAINING DUMMIES (aTRAININGDUMMIES 
EPISODE 121 - Fuimacat & Badonkatonk: In this 
very special episode the dummies are joined by the 
crazy corgi lady herself, Gloriaboboria! This time it’s 
everything you wanted to know about pet battles. 


THE GAME CASE faTHEGAMECASESHOW 
Episode 43 - Epically Insane: Join Host Cuddles 
with special guest Epic Insanity from Frozen 

v a Nerdz Podcast for all sorts of fun and some 
HUGE announcements from Epic! 


BIND ON EQUIP faBINDONEQUIP 

Episode 276 - Spackled Muppet Thistles: 

If you are a Serious gamer looking for a 
hardcore WoW podcast, and you've come to 
us, you may not be as smart as you think. 


CORPSE RUN RADIO faCORPSERUNRADIO 
Episode 25.2 CRR MINI - Hello darlings 
and welcome to our 25.2 mini-cast! 


VIDEO SPOTLIGHT 


VIDEO SPOTLIGHT 
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